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On your brill 
Megatape! 

BOULDERDASH IV: 
THE GAME 

SPY VS SPY II: 
THE ISLAND CAPER 

BOULDERDASH IV: 
THE CONSTRUCTION KIT 
Software Business 



Hey! 

Where's my unbelievably 
stunning Poster-Calendar 
and Sizzling Gold Medal 
Megatape? Please Mr 
Newsagent, gimme my ZZAP! 
Chrimbo Megatape and 
Poster now! 




— 




CODEMASTERS 



ATARI ST AND AMIGA 

TREASURE ISLANO DtfTV 
LITTLF PUFF 
nOCKSTAR 

FANTASY WORLD PI/ZY 
SEYMOUR WHOUYWOOO 
SPM IN TRANSYLVANIA 



0696 555000 
0698 SM 078 
0096 555 010 
0606 555 105 



s Codemasters Software Company Limited 1991 PO Bo* 6. Leamlngion Spa. England. CV33 OSH 

HELP UNES 

NEW RELEASE INFO LINE 0696 555 000 ffete ^rfiats berg relaflaedt^monlh^ 
If you oMl gol My further ' n a"V Of these gamea and would like us 10 9*0 ntnia k 1^6 on now to solve all the puzzles |us1 

phone live numbers l»etow Please don ( phone unless you are reatty stuck and make sure you gal poimi*sion turn Ihe 
ptrson who paya me phone htfl tinrt* Calls cosls 36p per minute during oft peak time and 48p pef minute al alt olhor Hm« 

(GREAT BRITAIN ONLY) 



SPECTHUM AMSTRAO CM 

DIZZY r*M V": 

TflF^SCfitE ISLAWO UZZy 0836 ML U*' 

FANTASY WOTJD DIZZY <WW 5» ffl 

UTTU PUFF 0«W bV. 

ftOl^STAP QMHftK 

IMOKUNO dizzy oaw w 

SLGKRY UAOC OfliW W 

aEvMOunwKii'AMxxi 

9*«E IN mAhSYLVAMA MM MS 
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WRESTLING 
REGULARS 




FILCHING ■ 
FEATURES ■ 

A sneak preview ol US 
Gold's supersonic Afterburner 
sequel. 

! & ZZAP! reviews (he 

^^^jil latest sacklul of 

I" i- i compilations so you 
* can tell Santa which 
one you want! 
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Vivid Image aim lo 
their legendary Last 
Nmja past with a brand-new hero. 

A least ot reviews and mince pies... 
sorry, Falty Phil's gone and eaten 
them all i 



No. not the Paris-Dakar rally, but an 
uKrafast 3 5 disk dnve. 



COMMAND COMP % 



Three superfasl TiB 3.5' drives are 
up tor grabs! 




IHE 803 HIT B/4 





1 4 WORLD WRESTLING 
FEDERATION 

Grapple your way to the top in this sweaty, joystick- 
breaking Sizzler. 

1 9 WORLD CLASS 
RUGBY 

By far the best rugby sim available, another 
triumph for the legendary Denton Designs. 

20 HUDSON HAWK 

Bruce Willis's lead weight of a film is magically 
transformed into Gold! 

BATTLE COMMAND 

Astounding 3-D tank combat in the most 
ambitious cart yet. 

58 SMASH T.V. 

The ultimate game show, the ultimate coin-op, the 
ultimate conversion. 



Use your planning skills and put them into quick action, as you fighf% 
through 16 levels of challenging gameplay crammed with masses of ^ 
enemies, special and hidden bonuses. 

Pick up extra powers like lasers, power-ups and time stops and face 
the ever changing massive "Boss Alien". 

V0LF1ED: READY TO ATTACK YOUR NERVOUS SYSTEM! 
VOLFIED: SKILL, STRATEGY AND EXTREMELY QUICK REFLEXES 
VOLFIED: AMAZINGLY SIMPLE IN CONCEPT, INCREDIBLY ADDICTIVE TO PLAY 
VOLFIED: YOU HAVE TO SEE IT TO BELIEVE IT 




UCtNSEO f ROM TAJIO TAMCO PROMGRAMMED K)R ^E COMMODORE AMIGA. CM. ATARI ST AND 
•fiw K & COMPATIBLES 8Y OXFORD DIGITAL ENTERPRISES I Jt 



TA \TC\ I AVAILABLE ON IBM PC, AMIGA, ATARI ST, COMMODORE 64 
11 1 ^1 AND ARCHIMEDES 

* THE STANNHTS LAINDON NORTH TRADE CENTRE BASILDON, ESSEX SSI 5 6DJ TEL No (02681 541126 fu Na (0268) 541125 



= = === 



ZZAPl 64 DECEMBER 1991 • NUMBER 79 




WELSHMAN 
RETIRES! 



s 



WOT HAPPENED? 1 . 





ewsfieW's general-interest youth title — 
back m 1987. and MOVIE the year after, 
were orobaolv to Diame. thar and the 



adly it's true, the Welsh 
computer games wizard isn't 
returning to ZZAP!. After 
Newsfield's sad demise Robin 
returned to Lichfield to live with 
his girlfriend, Sam. and Is so 
happy he's not coming back — 
-Dfawl 

Robin had such a good gamesplaying 
reputation at ZZAP! Towers that 
Thalamus had planned to poach him for 
their game development departmentl 
Robin joined Newsfield almost four 
years ago on THE GAMES MACHINE 
where he quickly established a reputation 
for narking off software houses — and 
sometimes other reviewers! — with his 
hard marking and picky reviews. 

Over two years ago now he made the 
tateful move over to ZZAP! magazine 
where his cheery grin and 
military- mania soon became 
known to the nation! 
Despite, uhm. unique time- 
keeping. Robin is much 
missed and we wish him 
well in his future career. 




we had you worried there for a 
moment or two. Truth to tell, it gave all of 
us at ZZAP! Towers a jolt You may have 
read in a certain other C64 mag that 
ZZAP 1 had gone for good, but it was a bit 
of a porky, certainly a touch previous at 
any rate Takes a bit more than Newsfield 
going down the pan to keep a mag as 
essentia) as ZZAP! from publishing. 

The truth is Lloyd Mangram wanted a 
nice long holiday — he hasn't had one 
since the big N started over 100 years 
ago. Rumour has it he rang up the 
liquidators and got them to come in on 1 7 
September to tell us all that Newsfield 
was insolvent, which is bit like being 
caught in Smiths with ten disk games in 
your sweaty hands only a pocketful of 
loose change to pay 1or 'em. 

ft was okay for iioyd. Despite moaning 
for years aboui never having a pay rise, 
he's more money stashed away under his 
mattress than the whole of Fort Knox. 
The rest of us had to take a hike to the 
local DHSS and sign on Let me tell you. 
when they ask you that daft question 
about what sort of work you're going to be 
looking for editorships of Commodore 



fc- i-*i/-«V * ^ 





recession of course 

All the magazines (plus games, 
computers. T-shirts and Robin Hogg's 
joystick) got collected by the liquidators to 
be sold off. The mags went up for 
auction, and immediately the bids started 
coming in. with one big London publisher 
wanting to set up a special company here 
in Ludlow to run ZZAP!. Another, Future 
Publishing (Commodore Format), wanted 
CRASH and ZZAPl Commodore Formats 
publisher Jane Richardson denied their 
interest was simply in killing off the 
competition. CRASH and ZZAP! are very 
strong titles and we certainly didn't want 
them to die, she warmly warbled. What 
exactly were (hey going to do wrth them, 
then? 

We had several options open to us 
had we got the titles. We probably would 
have incorporated them into our existing 
magazines.' 

If that isn't killing titles off, I'm blowed if 
I know what is. 

But rescue was at handi Roger Kean 
— once ZZAPPs editor — and a 
Newsfield director got together with our 
very own cover illustrator. Oliver Frey, 
— • and Jonathan Rignall 
' — to raise finance 

J^T" ' V through Europress 

1-^ (Gsmes-X. Amiga 

Action. ST Action et 
^" a/). So was founded 
Europress Impact, 
still In Ludlow . 
their Did for CRASH 
and ZZAP' won the 
day! 

Of course we're all 
sorry that Big N's 
gone, but it's great to 
be back at work 
again (and they've 
bought me brand 
new Apple 
Macintosh to do it 



. . Ufa ■ 



OLIVER FREY'S 
1 9921 

T3 kick off the brighler looking ZZAP* 
54. we commissioned Olt Irey to do a 
special A2-sized double-sided 1992 
poster calendar (phew what a 
mouthluM). Part One is stuck on the 
cover (if it isn't, go back to your 
newsagent and asked who hall-inched 
it). As you can see. one side s got a 
head on it and the other's got a — well a 
bottom tut of some geezer. Worry not' 
Next month's lab issue gives you all the 
other vital bils needed to make up two 
whole men things and a year to boot 
And there will be instructions on how to 
construct your ZZAP' Oil Frey 1 992 
calendar (battenes not 
included). 




So what really happened? 
Yep. Newsfield. after eight valiant years 
and the two best eight-bit mags m the 
business, found itself short of cash We 
were told that Ihe ta;ii 



I J 



calendar for 1992 — and an 
awesome line-up of Megaiape 
games. Next issue's going to be 
even better, so keep reading 
ZZAP! — the mag everyone 
wants to buy' 
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Acthrision's C64 conversion 
crashed and burned to the 
tune of 1 7% in Issue 47. Three 
years on, US Gold get a crack at 
the sequel, G-LOC. Robin Hogg 
spoke to the development team. 
Images. 




reason why we can't have all three 
missions in one load, as the pnemy airci 
are muoh the same each mission. The skill 
level select screen with the rotating planes 
may have (o be in the iniro, or a separate 
title sequence M % ?j 




typically 
Sega 
coin-op, 
G-LOC is a 
rollercoaster ride 
with brain-burning 

speed and 
graphics, taken to 
the limit In the R- 
^ 360 version 
which uses a 
revolutionary 
cabinet to spin 
the player in all 
directions for 
the ride of a 
lifetime. To say 
the least, 20- 
year-old images 
programmer 
James Smart has 
his hands full 
with this 
conversion... 
The game 
moves the player 
from 

Afterburner's behind-the- 
aircraft viewpoint to the 
more sensible 
location of 
inside the 
cockpit, 
complete with 
Head-Up- 
Display and 
simulator-style 
instruments. But 
n keeping with 
its predecessor 

gameplay is 
fairly simple; 
simply shoot 
down a set 
number of 
aircraft to 
advance to the 
next level. 
There's a 
constant stream 
of attacking jets 
and radar 
serves only to 
warn of 
attacks, plus a 
tight time limit 
and a nervy 
canyon run. 

'It's a very 
Impressive 
coin-op, very 
playable, 
particularly on 
the higher skill 



levels.' says Smart. 'More people were 
impressed with the R360 version but you 

get a limited time on it and you're |ust 
shooting aircraft down. Rolling you all 
around is fun but the GLOC stand-up 
machine is more sophisticated.' 

Part of the sophistication comes from the 
Choice of three skill levels. For Beginner 
missions you have automatic throttle 




control and movement is restricted to a tight 
corridor. Medium level Introduces variable 
throttle control, while the Hard level gives 
you much freer movement through the 3-D 
world with full aircraft control, 

The C64 aims to get In as much of this as 
possible, but some sacrifices are inevitable. 
'First thing that goes is anything that uses 
too much memory! The parachutist death 
sequence is out, but two or three other 
death sequences are in as they're the same 
sort of thing really,' 

An impressive coln-op effect unique to G- 
LOC, which James is particularly proud of 
recreating, Is the jump from the cockpit 
perspective to an Afterburner-style third- 
person view when an enemy jet gets on 
your F-14's tail. 'Every time the game is 
updated we have the option of switching a 
new character set 
and sprite in at the 
same time: It's all 
very neat and tidy 
with frame 1 stored 
in one character 
set, frame 2 in the 
next. 

In typical Images 
fashion, the coin- 
op's attract mode 
will be recreated 
as a separate load 
preceding the main 
game, but the 
game itself will 
avoid Afterburner's 
multiload chaos. 
There's no 



lever, speedy loading is one thing, but 
with G-LOC on-screen graphic speed is the 
critical measure of how successful the 
conversion is ^ M 

'We've got the speed up and it's lull- 
screen unlike Afterburner, sometimes it's 2 
frames but generally it's 3 or 4 frames per 
second.' A 

The man responsible tor converting the 
G-LOC visuals is ex-Probe graphic artist, 
21 -year-old Steve Bedser. And the 
emphasis for Steve is on large-scale 
graphics, as James continued. 

'Graphically the enemy Jet 
is the biggest object: it can be 
a screen wide and 9 
characters down. The system 
can happily cope with 8 to 16 
aircraft, smoke and missiles, 
explosions too: 64 objects In 
all, including the status panel, 
so it's pretty busy. We've put 
a multiplexor in for the 
hardware sprites to get 8 
sprites all on one line it you 
need them. There's some 
flicker but it's every other 
frame and they're not in line 
for long.' 
Flicker or not it's an 
impressive specification, especially so 
when you consider that each plane can 
have up to 16 frames of animation as it 
barrel-rolls past. 'The medium-distance 
planes have the most frames, the largest 
size less so, there's not much point on the 
smallest planesl For the canyons we can 
easily have up to 8 to 1 2 rock faces with up 
to 8 planes but tilting has been cut out as 
we can't have that many frames. We might 
have to cut out some of the aircraft 
animation frames on the rotation and the 
levels where there's ground targets, and 
the number of aircraft may be cut down.' 

• G-LOC will be released by US 

Cold In the New Year for 

£ 1 0.99 cassette and £ 1 5.99 

disk. 




HOT 
TOP 




WIN THIS 
33cc FUN 



0839- 
654334 





Here's a 



Great 




c 



0 



WIN THIS AWESOME 
80cc SUZUKI QUAD 

IDEAL FOR ANYONE OVER 10! 

call: 0839-654335 




i WIN A KIDS 0839- 
I 200CCGO oo^r 
KART "700 


} WIN A CAR 08 
L 1966 BEETLE 3 - 
CONVERTIBLE O \ 


98- 
95 


^WIN 0839- 

J AFTERBURNER S S 

THE ULTIMATE O O 
ARCADE GAME! 


y!WINA£600O898- 
4 JVC 3 3-^1- 
CAMCORDER 090 


C WIN £600 opj 
J PILE OF 

TOYS! °- 


38- 


CWINA OS 
V PAIR OF £300 5 
R0LLERBLADES! O. 


39- 
SO 
39 


7 WIN A CD 0898- 
/ MEGA-BLASTER 334 
+ MINI COLOUR TV 092 


Q WIN HIS ¥ OS! 
0 HERS MUDDY S 
FOX MOUNTAIN C 
BIKES -=1 





9 WIN A KIDS 
ELECTRIC 
MOTORBIKE 



O 



4 A WIN A KIDS 0839- 
IUMUDDYF0X55O 




BIKE! 



041 



SIMPSONS ARCADE GAME 
ROLLERBLADES 
YAMAHA Bl-WlZZ 
SKATE PILE 
MOUNTAIN BIKE 
YAMAHA PW80 MOTORBIKE 
SUZUKI LTSO QUAD 



RUNNERS-UP 
COLOUR PHOTOS 



XA/IIMISI ERS 

KATE POSEY, HANSTON, UNCOLN 
DANIEL GREGORY, BECKENHAM 
A BRYAN. KIDLINGTON 
GARETH HUGHES. KIRKRUSHTON 
NATHAN O-REILLY. WILL EN HALL 
GALIC ZDRAVKA, LONDON Wl 2 
ROBERT WRIGHT. ROCHESTER 



0dJ9654302 

If fOU DAK! 



DRUM KIT 
KEYBOARD 
BASS GUITAR 
LEAD GUITAR 

LIVERPOOL SHIRT . ! 

ARSENAL SHIRT. 
NOTTS FOREST PRIZE 
ENGLAND FOOTBALL PRIZE 



WAYNE TAYLOR, CARNOUSTIE 
H. TRIVEDI, STANMORE, MIDOX 
CUFF MARUSSON. ABERDEEN 
SIMON SMITH. BELFAST 
STEPHEN FYLDES. CASTLE BROMWICH 
VICKY BARROW, CHESTER 
LEE ROBERTSON LAURENCEKIRK. 
MARK TATE. 9ARNSLEY 



Call$ cost 36p fcfteap rate) 4Sp (at all other times) per minute inc VAT Megs/one Ltd, 
Sandylandi Home, Morecambe* LA3 1DG. Average call duration 5.5 minute*. Ask your parent* permktfon before you call, 
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We're back 
and you better believe 
HI We've got an 
incredible line-up of games for 
you. Silver Medal winners, 
Sizzlers and even Gold Medal 
mega-games. Next month 
we've got possibly the C64's 
finest game ever, Andrew 
Braybrook's awesome Para- 
droid! There'll also be the final 
instalment in the hilarious Spy 
Vs Spy series, an astonishingly 
good reader's game and a brill 
game demo. In the meantime 
enfoy this month's value- 
packed Megatape with two 
classic games and a brilliant 
construction kit! 

BOULDERDASH IV 

CONSTRUCTION 
KIT 



■ 
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' # TilJiiium Wall: This wall is 

m JB indestructible 

J W Growing Wall II there are no obstacles next 

*Jf »o it, this wall will grow into any tree space 

£f 1 ■ Ex "a Rocktord' These won t move, but you 

A W m ust protect them trom being destroyed by 

boulders, etc. 



in any 

order ot caves and 

intermissions. These designs can be used 
with the Boulder Dash IV game. 

Starting: When editing for the first time, 
you will be presented with a menu that 
gives the choice of editing a current cave or 
intermission or creating a new one. Use Ihe 
joystick to move the pointer on the menu, 
and dick on the desired option 

Along the top or side of the screen you 
will see a number of icons. Reading from 
left to right their functions are described 
below 



objects 

Boulder: The rocks will fail rf unsupported 
and can be pushed if there are no objects 
m front of it. When selected, place on the 
game screen by moving the joystick and 

pressing fire. 

Diamond: In every cave a certain number of 
diamonds need to be collected to win, and 

to leave the cave 

Enchanted Wall: Looks like any olher wall, 
except when hit by an object it will mill' for 
a certain time. During this time. It will turn 
boulders into diamonds and vice versa 
Wall: A regular wall used to build spaces 
and paths. It can't be crossed, but can be 



THE GAME 

The object of Boulder Dash is to 
search through caves and collect 
indicated number of diamonds in I 
time limit. The way to solve the caves is 
usually very simple, but not at first 



to leave \ht 
Enchanted 
>ash is to except whe 

and collect the a certain tir 
lamonds in the boulders in 



apparent. Please read the description of the destroyed by explosions 
game elements in the CONSTRUCTION 
KIT' to understand more about the different 

aspects of the game. S S> — ± O 

PLAYING THE GAME 

Once the game section has finishing 
loading you will be asked for the number of 
screens you want to load. The program has 
15 screens saved after it so unless you are 
loading your own you should type 15 at this 
point The program will then load the 
required number ol screens. 

You can move your character. RocMord. . 

around the cave using the joystick. If you 
find you can not complete the cave you are 
on. pressing RUN/STOP will make 
Rocktord commit suicide! You can then 
stan the cave again. You are awarded an T" W 

extra life every 500 points. "-. "Nv£ 

CONSTRUCTION KIT 

By using this part of the program, you can 
create your own Boulder Dash caves and 

intermissions. You can also make a - - . i JV" 

compiete game by using up to 64 screens L--^^—^. 



win lurn 
/ersa 

spaces 
tcan be 



Din: Used as a filler. Stops all objects 
except Rocktord' 

Fireflies- They explode on contact, killing 
Rockford. They are destroyed by dropping 
boulders on them, or by contact with 
Amoeba. 

Butterflies: They behave above, except 
they produce diamonds when they explode 
Amoeba: This grows through dirt, and 
unless confined (when it will turn into 
diamonds) will eventually turn into 
Boulders. 

Slime: Looks like Amoeba but allows rock* 

and diamonds to pass through. 

Hidden Exit Door: This door looks just like 

Titanium Wall, and is obviously difficult to 

find 

Exit Door This will be revealed as soon as 
the required number of diamonds have 
been collected 

Entrance: This is where Rocktord starts 
COMMANDS 

• Line Mode This draws a row ot the 
current icon selected. Click tor the start 
position, and click again tor the end 

position. 

• Random Selecting Ihe dice icon will 
place 20 of the selected objects on the 
game screen randomly 

• Eraser: (Press E) This selects an empty 
space, which can be used to delete 
misplaced objects. 





Help your child to a brighter future - 
with the best in educational software 



1 





schoo 











S/no a/ong w/fft 
DJ Ted fo popular 
nursery rhymes. 






Type the correct 
letters and words 
and save Freddy 
from the crocodile. 



DESERT DATES 



1892 
I8A9 




Sfudy historical 
events to find the 
secrets of the 
pyramids. 



"Fun School 4 zooms lo the top of the class. 
Three brand new packages combining the essentials of 
the National Curriculum with beautiful graphics, cleverly 
animated rewards and stimulating sound keep 
your children engrossed while ihey learn. 

Teddy for under fives, Freddy the Frog for five 
tu seven year olds and Sammy the Spy for seven 
to eleven year olds provide SIX original 
stimulating programs in every pack. Plus, the 
carefully designed levels for each program encourage 
your children to have fun and learn at their own pace 
- and ensure they gel the most from Fun School 4 
and keep coming back for more." 



TEDDY'S BOOKS 



Select the correct 
number of Teddy's 
bedtime book. 



1 



i 



Shop with Freddy 
and his friends 
choosing coins to 
pay the bill. 



i EXCHANGE RATES 



*l /pi 1 



Change Sammy's 
money at the 
international 
exchange desk. 



FORMAT 


Amiga 


ST 


PC 


C64 Spectrum 
Tape Disc Tape Disc 


CPC 1 

Tape Dttc 1 


PRICE C 


24.99 


24.99 


24.99 


12.99 


16.99 12.99 16.99 


12.99 


16.99 



Archimedes and PCW versions will follow in early 1992 
Spectrum, C64 & CPC available early November, 
Amiga ST & PC available end of October. 



UWPRESS 



SOFTWARE 



Europress Software Ltd. Dept ZZAP, Europe House Ad&ngton Park, Macclesfield, Cheshire SKI (MNP 
On tale at top retailers nationwide. Selected formats available at larger branches of WH Smith, 
Meniies ond Boots. For credit card purchases cal 051 357 2961 



• C:(Pre5s C) A colour menu will be 
displayed. Move the joystick until you get 
the desired colour, then press FIRE to 
select another colour register, 

• T: (Press T> This tests the screen you 
are editing. Use the joystick to control 
Rockford. You have one tile only. 

M: (Press M) This selects the main menu 
described below. 

• N: (Press N) This selects new screen, 
and clears the cave/intermission you are 
working on 

• P (Press P) This removes the selection 
enabling you to work on a larger area. 

• CLOCK: (Press V) This allows the 
timings and counters to be altered. Use the 
joystick to alter the values. Other functions 
accessed by keys only are: 

• F Full screen (view the whole playing 
area) 

MAIN MENU 

Using the main menu you can set a 
sequence using load and save. Simply load 
each cave in turn and save them on to one 
tape after the other, making a note ol how 
many caves intermissions are in your 
sequence. They can be reloaded at the 
start ol a Boulder Dash IV game. 
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Boulderdash's Rockford is probably the most popular 
character ever created on the C64 and was for a long time a 
margin character in ZZAPI itself. But his reputation was earned 
fairly and squarely by a series of astonishingly playable games 
culminating In Boulderdash IV, which combined a complete game 
with a comprehensive construction kit. Predictably the critics went 
wild! 

'This is a Boulderdash player's game come true — an easy to use construction kit 
which allows you to design the screens you've always wanted to play." Julian Rlgnall. 
'...quite simply brilliant. It's got immense potential...' Gary Penn. 

^ ^ 'I flipped over this. It's brilliant There's no end to the amount of 
weird and wonderful 
designs you can 
come up with.' 
Richard Eddy. 
Below are 
the original 
marks. People 
new to Boulder- 
dash might quibble 
over the hookabtlity 
mark — Initially 
the game may 
seem a bit dull 
and — heaven 
forbid — just 
another puzzle 
game, but once 
you get the hang 
of it wave 
goodbye to 
upper, 
breakfast, 
hair... Then 
once you've 
mastered the game, 
you can create your 
own incredibly 
difficult screens 
to torture your 
friends with 
and even 
send into 
ZZAPI. 




I 
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(Software Business) 

MISSION OBJECTIVE 

Y~ our mission, should you choose to 
accept it. is to find and recover all 
three parts of the top secret XJ4.25 
missile. The missile parts are localed on 
Spy Island Not only must you find the 
parts, you must also assemble them in the 




PRESENTATION 99% 

Comprehensive instructions and many useful options 
which ore incredibly easy to use, 

GRAPHICS 83% 

Simple, but pretty and effective. The colour scheme is 
entirety up to you... 

SOUND 7 1 % 

The original Boulderaasn litie wreen tune and spot 
effects. 

HOOKABILfTY 95% 

The game is cWtghtfuly simple to get into and the 
construction kit is a joy to use. 

LASTABIUTY 97% 

As many screens as you want, limited only by your 
imagination, 

VALUE 97% 

Comprehensive instmcfTwo excelent products for 
the price of one. 
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CONTROLS 

Picture the screen as a three-dimensional 
area where you can go Lett and Right or In 
and Out ot the screen Moving the figure 
left and right is achieved by moving the 
joystick left and right. When the figure 
reaches the extreme left or right, the screen 
will scroll in that direction. Moving the figure 
in and out ot the screen is achieved by 
moving the joystick up or down. Along the 
background or foreground are gaps These 
are passageways where you may go to 
other parts of the island. Pressing Fire 
whilst in range of any object or mound ol 
sand (three small triangles) will lift the 
object Items may be hidden by the sand 
mounds and these may be tound if you are 
lucky. If you are not. you may find your 
opponent has placed a booby trap there, 
blowing you to smithereens... 



providing you have them in your inventory 
Coconut Bombs — Napalm — Rope 
Snares — Shovel for digging pits. 

To place a trap, simply press Fire twice, 
use up and down to select the trap, then 
press Fire to hold the trap. Position your 
spy where you wish to place the trap, hold 
down Fire and pull the joystick lorward. 
The trap will disappear and you will hear a 
whoosh as it is buried. Once set, either 
spy may set a trap off. Snares are set by 
selecting the rope, then pushing your spy 
against a tree (the spy will then 
automatically climb the tree and tie the 
rope to the top) You may then position the 
noose near the bottom of the tree. 

In order to make coconut bombs, you 
need a coconut (obviously) and some 
petrol. As this is a tropical island, coconuts 
are scattered here and there Petrol is a 



I 




#B've been a 
Igreat fan of 

Spy Vs Spy since its 
release... and I was 
extremely chuffed at 
First Star's decision to 
produce a follow-up... I 
especially like the really sick 
result of setting off traps such as 
coconut mines!' — Gary Penn. 

'The things you you can do to each 
other are amazing!' — Julian Rignall. 

'Games ought to be fun to play, but to 
be offered genuine humour as well as a 
need for quick and clever thinking is 
really all you can ask for — and this 
game provides It.' — Paul Sumner. 

Overall: 92%. 



RUN/STOP 



Pause 



o mime unnjn 

F5 Return to Option Screen 

USING TNE 
iPULA TOR 




The trapulator allows you to 
store and use various items and 
tools for completing the mission 

Along the side of the screen are a 
number of icons These represent the items 




that you will need in your mission. Next to 
the icons are indicators that tell you 
whether you have at least one of that item. 
There is only one gun on the island. If you 
tind the gun you can shoot your opponent. 



This can be done when the other spy is 
Ihe same screen as you, Simply line ud 
your spy with the other, pointing the a 
his direction, holding Fire down, then 
pulling the joystick forward. NOTE: Some 
bullets are duds and the gun is not always 



it up by standing over it and 
Fire. Pressing Fire again wilt 
the trapulator 



NATURAL HAZARDS 




different matter. The amount of petrol you 
have is displayed on the gauge on the 
bottom-left of the trapulator. You can refill 
by finding the plane wreck and pushing 



you must collect adjacent pieces in 
order EXAMPLE: If you have the tail 
section and you have found the centre 
section, stand over the second section, 



island. These are: 

• Volcano: This will erupt when the clock 
reaches 0 

• Quicksand: Unwary spies can fall in 
this. Get out by moving in a circular 

direction. 

• Drowning: Spies cannot swim so don't 
stay in the water too long 

• Sharks: As well as drowning you water 
also com mis sharks, which are quite 
partial to a spy drumstick or two 

COMSAT 

Hand to hand combat can only occur 
when both spies are on the same screen 
and also within range of each other. 
Holding Fire down will produce a sword 
Moving lefl and right with the joystick 
whilst holding down Fire will jab your 
opponent. NOTE: When you are within 
combat range you cannot access your 



As well as digging pits with the shovel, 
you may also place sharpened wooden 
stakes at the bottom. Find a stake and 
pick it up. With stake in hand, walk over 
to a pit. Your spy will automatically place 
the stake and cover it with earlh NOTE: 
The shovels are not too good each one 
can only dig eight pits before breaking. 

MAP 

You may. except when both spies are on 
the same screen, read your map. Shown 
on the map are' 

• 1. A flashing area showing where you 
are _^Jk 

• 2. A dotied line showing the last few 
areas thai you visited. 

• 3. Quadrants containing white squares 
show the location of the missile parts. 

• On levels 5 and 6 there are two 
islands and travel between them may be 



The section in your spy's hand will drop 
and automatically connect to the second 
part. The two sections can then be 
picked up and carried as one Below 
each spy's screen, is a diagram ol 
missile parts. As you pick up a section, It 
will flash on the display. 

tNOGAME 

The game ends when either your spy 
dies or he leaves the island in the 
submarine with the missile. Your sub is 
moored somewhere oft the coast ot the 
main island. It will surface when you 
approach with the missile. Look for it at 
both the northwest or northeast beach. 
When you see it, wade out tc 
off into the sunset to a farwa 
Ahhh 1 Loverly! 

Software Business 1991. 
Spy Vs Spy and MAO are ret 




MISSILE CONSTRUCTION 

The missile is in three pieces, and you 
can only carry one piece at a time, so 



Designed by Mike Riedel. Audio visual 
copyright 1984. 1989 First Star Software 

Inc. 

All rights reserved. 





M ITS ON 




ilHAl A Ml' S3? 



TTHAWMUS 



SNARE 



RETROGRADE HEATSEEKER SUMMER CAMP CREATURES 

CBM 64/1 28 CASSETTE £1 6.99 DISK £19.99 

Five more smash hits bringing you the very best from Thalamus 
during 1990-91. "The original HITS is reputed to be one of the 
best-selling compilations ever," said New Computer Express, 
"...How can Thalamus follow that? Easily... The HITS 2 is a 
compilation not to be missed." 

TH ALAMU 




THALAMUS LIMITED, 1 Saturn House, Calleva Park, Aldermaston, Berkshire RG7 4QW 
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Ocean, 
£ 1 0.99 
cass, 
£ 1 4.99 
disk 

Remember 
Saturday 
afternoons sat 
in front of the 
telly, watching 
big, hulking hairy 
fellas flinging each 
other round a 
(square) ring 
pretending to hurt 
each other? Gorky 
gets in the ring to see 
if Ocean have caught 
the thrills of the 
hammiest sport in the 
worid! 



Oh the joys of wrestling! The blood, 
the sweat, the tears.., the brightly 
coloured underpants! Fun for all the 
family, to be sure! What a tragedy when they 
went and axed it from ITV. So unless you've 
got satellite TV (and let's face it, only forty- 
five people have!), your only chance to see 
those beery brutes battling it out is in World 
Wrestling Federation, the game. 

Your goal in WWF is to win the 
Wrestlemania Belt , a tough task indeed as 
you'lt have to compete against five ot the 
meanest, obscenest wrestlers around. 
There's Mr Perfect, who's into showing off 
just a bit whilst performing his Perfect Plex 
manoeuvre. The Warlord is rather nrfty at Full 
Nelsons, the Million Dollar Man certainly 
works for his money with the odd Back 
Breaker or three. The Mountie enjoys dishing 
out Drop Headlocks (ouch!) and 
Sergeant Slaughter is 



• Don't kick a man when's he's down — Jump up and 
down on his stomach to really do the damage! 

sure to give you the hump with his Camel 
Clutch! 

You have at your disposal the notorious 
Hulk Hogan, decked out in yellow panties, 
the Ultimate Warrior, who knows all there is 
to know about giving his opponents a good 
old Gonlla Press, and British Bulldog, whose 
fetish lies in Power Slamming! 



if 




• Oh no! A grapple! Waggle like frantic to win and drop the other 

guy to the canvas. 



Choose one of 
the three and get 
ready to slog 
your guts out in a 
big way. But 
before you 
commence with 
biffing and 
bashing, there's 
a two-player 
practice mode, 
just to toughen 
you upabft — 
and by golly, 
you're gonna 
need rtf 

Each wrestler 
has a strength 
indicator, 
displayed at the 
side of the 
screen. This 
determines how 



quickly he can recover 
rom being knocked to the 
floor, or how fast he can 
throw off the lump of lard 
who's pinning him down! 

Each match lasts a 
maximum of five minutes 
and can be won by pinning 
your opponent to the 
canvas for three seconds. 
That's not as easy as It 
sounds: unless your 
opponent has had 
his energy red- 
uced to zero he' 
be able to shrug 
you off by 
hammering the fire 
button. 

You can 
execute a varied 
array of moves with combinations of 
fire and a direction. Each Individual 
wrestler has his own aforementioned 
special move, along with the usual 
punch, kick and drop kick 
manoeuvres. Whilst running, you can 
carry out the Flying Knee or Flying 
Kick strategy. If things are getting a 
little hectic in the ring, you can climb 
the posts and perform tricky leaps 
from there, or leave the ring and 
battle it out on the floor — but don't 
take too long, after twenty seconds 
you're disqualified. 

Whilst things are hotting up in the 
ring various icons appear in the lower 
part of the screen. The finger Icon 
instructs you to press the fire button 
as quickly as you can to ensure your 
wrestler gets up in time. The joystick 
icon appears when you're having a 
good old grapple. Waggle the stick at 
great speed to increase your grapple 
strength (shown by a rising bar at the 
side of the icon). The first player to 
reach maximum grapple performs 
his own special move on his 
opponent. 

If there's not an outright winner at 
the end of five minutes, the match is 
declared a draw and your challenge 




J* 'PQU5E* 



• Drive the cropwd wild with some out of the ring scrapping, 
but watch out fot the 20 second time limit! 



• While the other guy hammers the tire button to get up, his 
opponent climbs the ropes to finish him oft for goof! 



for the Belt is over. If on the other hand you 
manage to show the world what you're 
made of. it's on to wrestle another hulking 
hero. Extra large lorso, extra large ego, 
extra large panties I 

After playing WWF on several 
machines I can honestly declare the 
Commodore version is the best I've seen 
to date. The characters are 

^KHB^S really quite large, well 
^^ff^fc detailed, nicely animated 

and flicker free. There's not 
much to look at on screen 
apart from the ring and the 
wrestlers, but at least 
things are lidy and you can 
see what's going on, Sound 




Sound isn't quite so impressive, after a 
decent intro tune you're reduced to spot 
FX once In the ring. 

Payability is high though, the various 
moves are fairly challenging and keep you 
on your toes. It's not just a case of 
waggling the joystick, pressing the fire 
button and hoping for the 
best. The manoeuvres can be executed 
really well with a bit of patience. I especi- 
ally like climbing the ropes for superjumps, 
but watch out for getting caught in endless 
grapples. Umpteen times I've had 
someone half-dead only for them to come 
back, trap me in a corner and execute 
grapple after grapple. 




fhave to admit I thought this was 
going to be my least favourite of 
Ocean's Xmas line-up. Nevertheless 
WWF has turned out to be a real winner 
and possibly the most fun game this 
month. It opens with searchlights playing 
over a crowd, a simple programming 
gimmick which nevertheless looks good, 
as do some finely drawn character 
pics. on the selection screen and 
interlevel challenge screen, where 
hilarious insults are madel 

The actual game isn't quite so glossy; 
the icons flashing at the bottom of the 
screen are neat, but the ring is a bit 
spartan and the characters aren't that 
slick. However the important things are 
there, the characters are well animated, 
move quickly and there's lots of moves 
to master. Two-player mode is 
hysterically funny with frantic joystick 
waggling in the grapples, followed up by 
the victor jumping on the other guy's 
stomach. Be careful thoughl — 
grappling is dangerous, especially 
against computer players, so it's wise to 
practise the drop kicks, punches, rope 
drops and so on. Eventually the five 
opponents should be bested, which 
raises the question of why not a league 
for more long-term play, but if you've got 

a friend to 
challenge then 
this doesn't 
^matter. WWF is a 
fun and original 
beat-'em-up well worth 
giving aflingl 



Once they're so close to being eliminated 
they really get their blood up and there's no 
way you can waggle to victory in grapple, 
not unless you're prepared to reduce your 
hands to raw flesh! But this means you can't 
rely on one simple move to be victorious. 

I enjoyed WWF. it brings the animal out in 
ya! There was a hell of a lot of 
gruntin' and groanin' going on 
in ZZAP! Towers when this 
arrived in the office and 
that's before we'd even got ( 
the game out of the box! A 
must for grapple fans 
everywhere! 




Credits 



A Twilight Production 



PRESENTATION 87% 

Neat intro and intedevel 'insult' screens. Each of 
the five levels is a mulfilood, but three continue- 
plays ease the pain. There's also a choke of 
three characters to contra), and two-player 
'practice mode'. 

GRAPHICS 84% 

The wresHers aren't incredibly impressively 
static, but ore speedy and well-animated 
through o wide variety of special moves. 

SOUND 78% 

Good intro music, basic thumping spot FX in- 
game. 

HOOKABIUTY 9 1 % 

First opponent is a push-over making for quick 
addiction. 

LASTABIUTY 88% 

Five opponents aren't that many, but you've got 
three different characters to master, eoch with 
their own unique moves, plus a great two- 
player mode. 




ft 



• Both baiting and pitching menus allow the selection of 
management options. 



• Oakland's Cochrane steps up to bat, with a runner already 
on first base. 




SSI/US Gold, £25.99 disk 



m . 

M A national sport 15 simulated yet 
MF^k again, this time by strategy RPG 

specialists. SSI. As m RBI 2. you can 
select any two major league teams lo 
contest a game, but there's no It-ague 
option Teams can be player- or cwnputef- 



menca s 





controlled, although the latter option still 
allows you to make' management 
decisions. 

Pre-match screens let you select your 
starting line up and batting order The 
players full stats are shown including 
batting average RBI. home runs and stolen 
bases. A 

Out on the :jailpark the pitcher-batter 
confrontation is shov dine 
barter. Ben pitch**- and carter get a separate 
irnefUi oi options selected by vs >ng in a 
■|ttpction or preytfnc in Hardball) 

There ■ f types of pitch: Fastball. 
.hanojBp, plus either a 
K leb --wball. Slider or Sinker. 
Ox» the piK:n is selected, a joystick 
rr-ovement determines its direction - ihe 
It nger you I ">ld the joysuck in that position, 
tr ■> further in uu' direction the ball will go. 
1 «ng me^'j ?'so gives access lo 

id relief pilch*' options, 
e Oflpho, menu allows you to 
ni.iV* tactical hrtte: 'unner subslituiirtnt as 
well a:. T^Uing the batfer what type of shot to 
nttempt: Nvmx Power. Contact oi Bunt. 

If a legal lift b made the scene switches to 
an elevated vn^v 0' the field, scrolling to 
follow the ball. A radar scanner shows the 
positions of base runners. The batting player 
simply presses riciht to advance the lead 
runner: the others follow automatically, so it's 
far lass fiddly than RBI 2 where you had to 
control all the runners Pelajne *s also 
simplified r-'you can't diva or jump to make 
a catch/stop.' 1 Mm 

The only real advantage ovet RBI2\s the 
fielding tactics, allowing you to 
position fielders to suit Ihe J^2j^ 
Situation Otherwise the game m 
is slower-paced with lower- mf^S^&ik 
scoring maiches, due to the ^V^' aft 
great difficulty in hitting the % V\ 
ball You have just a split ** J \ 
second lo decide whether to swing, V 



and timing a hit takes much * 
practice. 

Although it offers a tad more 
realism, Ultimate Basebali\sn'\ as 
much fun as the free-scoring RBI 



to make 



PRESENTATION 5 1 % 

No Icogue, but 26 teams, changeable 
starting line-ups & batting order with 
detailed stats. 

GRAPHICS 70% 

Big ballpark and nicely animated sprites, 
but it all moves a bit too slow. 

SOUND 28% 

Shoot that organist! 

HOOKABIUTY 70% 

FnjstTotingly difficult to hit the ball 

LASTABIUTY 74% 

Sports enthusiasts will appreciate the 
realism, pity there's no league. 



swing. \^ 



Marred by slowness. 




Learning is now 
even more fun! 



Fun School 3 is everything you - and your chil- 
dren - ever wanted from educational software: 
SIX challenging programs in each pack which fulfil 
the exacting requirements of the National Cur- 
riculum. Plus: Stunning graphics; exciting sounds; 
carefully structured levels so your children can 
have fun and learn at their own pace. And all are 
designed by the winning team which created Fun 
School 2. the biggest-selling educational package 
ever! 

On sole at top dealers nationwide. Selected formats 
ilabte at larger branches of WH Smith and Boots. 




Follow the directions to 
find the buried treasure 



• Atari ST ■ Amiga • PC • Amstrad PCW 

£24.99 

• Spectrum • C64 • Amstrad CPC 
£/2.99 (tope) 116.99 (disc) 



Format 


Under 5s 


5 to 7s 


Over 7s 


Tape 


Disc 


Tape 


Disc 


Tape 


Disc 


Atari ST 




9490 




9491 




9492 


Amiga 




9921 




9922 




9923 


PC 5.25" 




5891 




5892 




5893 


PC 3.5" 




5894 




5895 




5896 


Amstrad PCW 




5211 




5212 




5213 


Spectrum 


9084 


9085 


9086 


9087 


9088 


9089 


Commodore 64 


9076 


9077 


9078 


9079 


9080 


9081 


Amstrad CPC ' 


6189 


6190 


6191 


6192 


6193 


6194 



i—- 

Please supply Fun School 3 for 
the code numberfs) circled 

□ Cheque payable 10 Database Software 

□ Ptcav? detwt rm Accctt/Visa card no 



REF.ZZ 



Expiry date; 



Aorf 12 ptf program foe Europe LbrrflS Owwj). 
Name 



Send to: Database Direct. FREEPOSV, Ellesmere Port, 

South Wirral L65 3EB. Order hotline: 05 1 -357 296 1 Poarode 
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accurately sized 
with all the proper 
markings to indicate 
your position — also 
shown by a small radar 
scanner The player under your control has 
a large arrow over his head. II he's got the 
ball, he also has a small bar below him 
with a dot moving left/right — this is used 
(or kicking, subtly affecting the ball's 
direction; holding down fire rapidly 
increases power. As in real rugby, tactical 
kicking is an important aspect of the game. 
And there's even the rule that you can't 
kick the ball out on the full outside your 
own 22. (I guess you mean it's got all the 
weird rules — Ed.) jammmm 

By pressing tire with left/right you can 
accurately pass to the best place 
teammate in that direction. Tackling Is 
somewhat tricky as you have to dive at 
the ball-carrier, but you do get the hang 
of it. When a player is tackled, a ruck 
(loose scrum — Ed) usually results — 

pushed forwards by 
waggling the joystick. 
The same technique is 
used for set scrums, 
but before these you 
get to choose from a 
selection of special 
plays such as 
Scissors. Loop, and 
Blind Side. This also 
occurs before line-outs 
(where you press lire 
to make your players 

• Both rucks and set scrums are won by . > ^ pe £J es , 
frantic joystick waggling. ^ |atIef resu|| from 

random stamping in the scrum or tackling 
from an offside position. Cleverly, though, 
the ret often plays the advantage if you're 
in a good position. If a penalty is awarded 
in the opponents' half, it may be worth 
kicking at goal. The kick is aimed using a 



Audiogenic, 
£ 1 1 .99 cassette, 
£ 1 5.99 disk 

I never did like rugby much. At school we 
were forced to play in freezing cold 
weather — there had to be at least six 
feet ot snow betore the PE teacher would 
evert consider staying indoors. However, , 
watching the Work) Cup on TV I started to 
appreciate the game's subtleties. 
Therefore the prospect of playing rugby 
without getting cold, muddy and bloody 
seemed very attractive. 

World Class Rugby has a vast array of 
options and features. As well as the fulls 
World Cup 
tournament you 
can play friendlles 
or compete in an 
eight-team league 
and the facility to 
pla/friendlies. Any 
of the 16 teams 
can be 

human/computer- 
controlled and 
each has accurate 
home and away 
strips. You can 
even swap round 

the players In the squad. Other options 
allow you to alter wind speed, pitch type 
(grassy, muddy or Icy), computer skill level 
(0 to 8) and turn the offside rule on/off. 

The match perspective is elevated and 
looking down the scrolling pitch This is 
• Even an Incredibly muddy pitch can't help the beleaguered Wales as an England 
player dives in to score a try. 




• 






Des- 
igns 

come up with the 
again, I may not 
Hand all the rules yet 
all there and this depth 
uine long-term challenge. 
Unlike the Domark game, the bias is 
toward passing and running, breaking 
away from scrums usually ensures 
some progress. Initially tackling is 
tough, judging when and how to tackle 
Is a little tricky and takes time to master. 
But racking up a few tries relatively 
easily in two-player games is a good 
introduction to a comprehensive and 
enjoyable program The sprites are well 
done and they move reasonably 
quickly, while the 
play menus 
make complex^ 
plays relatively 
simple. Good fun for 
tans and non-tans alike. 



graph at the bottom-left of the screen 
You must stop a vertical line moving 
left/right to select direction by pressing 
fire, and hold it down to select power via a 
horizontal bar moving up/down. This is 
also used for the kick-off and drop-outs on 
your 22 (after you've touched the ball 
down behind your own try line). 

Yep, it's all here and it plays so well too. 
Matches realistically involve a combination 
of scrappy forward play and fluent passing 
moves by the backs — 
along with a flexible kicking* 
game. Furthermore, you 
can replay great tries in 
normal or slow motion and 
even save them to show 
your friends. There's no 
doubt that this is the 
definitive rugby sim. ™ 



PRESENTATION 90% 

Vast array of options with Wodd Cup, league and 
vxleo replays, 

GRAPHICS 73% 

The elevated view wodis wefl and the largish 
players are nicely animated- 

SOUND 78% 

Nice intra tune plus in-malch tundeK and crowd FX, 

HOOK ABILITY 82% 

Welt -implemented controls alow you to play Mtc a 
professional (whoops, I mean amateur!). Two-player 
games are frantic fun. 




LASTABIUTY 87% 

The computer is tough to beat even on the lower skill 
levels, and the tournaments provide a great 
cfcolenge. 



OVERALL 



A thoughtfully designed and weB-implemented 
simulation. 




-fe 




ZZAP! 64 DECEMBER 1991 • NUMBER 



ER 79 



Domark, 
£10.99 
cassette, 
£14.99 disk 

Contrary to popular opinion. Ihe 
game of rugby was no! invented by 
schoolboy William Webb Ellis, but 
instead began when one of my equally 
rotund ancestors sat on a football and 
squashed it into the now familiar oval 
shape! 

From humble beginnings rugby union 
has evolved into a truly international 
sport, spanning such vastly diverse 
cultures as Western Samoa, the USA and 
even Walesl Every four years, the best 
sixteen international teams come from far 
and wide to play for the World Cup 4- the 
world's biggest sporting event after (he 
Olympics and the soccer World Cup. 

in Domark's official version of this 
prestigious tournament, the 
human/computer-controlled teams are 
split into four groups of tour: the top two 
from each go through to the quarter 
finals. Other options allow you to play a 
friendly and alter match length. 

The match action Is shown from 
directly overhead with tiny Kick Off-style 
players running around the huge scrolling 
pitch. I t'^po big and your players so slow. 

for ages and 




EnCLPHti 



□ G] SDOTLnrUi 




• Oh nol A disaster for England! But any team would be hard-pressed to beat the 
extremely tough computer opponent In this official World Cup game. 

view to just behind the enlarged kicker. A 



^El li< lH*tllMli|!ll HHHIMIMIH nil 
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easily achieved by pressing fire with 
left or right, but clever running moves 
are virtually impossible due to the 
players' poor positioning. This lack of 
Intelligence carries over to tackling 
with 'cowardly' defenders often 
running away from the ball-carrierl 
Defending against a computer team 
Is almost impossible, and when you 
do get near the ball-carrier he lobs a 
massive, perfect pass way over to the 
other side of the field' 

The inevitable try is followed by a 
conversion attempt, and a change of 



• The kicking screen brings an 
attractive Clnemaware touch to the 
game — without multiload hassle. 

nowhere near your opponent's end! A 
small radar scanner shows exactly where 
you are. which is just as well, as the pitch 
has few markings — it's mostly just a vast 
expanse of plain green. Another graphical 
disappointment is the lack of accurate 
team colours: the two sides always play In 
black or white shirts. 

Sadly, gameplay sophistication is no 
better with many standard rugby features 
missing. Why, there aren't even any 
penalties — so England would have no 
chance of scoring! There are line-outs 
and (odd-looking) scrums, of course, but 
no choice of tactical moves as in World 
Class Rugby. Instead, both simply involve 
rapid joystick waggling. There are no 
mauls or rucks, only set scrums, and it's 
difficult to get the ball out of these as the 
scrum half is often tackled before he can 
pass the ball out to the backs. So you 
usually get a long series of scrums, 
getting nowhere. 

Once the ball does get into open play 
it's not much better. Accurate passing is 




or because, of a 
yfew tries scored 
on the okHugger pitch at school I can't 
claim to be much of a rugger fan. 
Although broken bones, teeth and so 
forth may be an acceptable risk in some 
things, when it's the whole point of the 
game I raise an eyebrow. Initially 
Domark's rugby looks good, with lots of 
tiny sprites running around much like 
Amiga Kick Off. There's an attractive 
screen tor the conversion kicks and an 
effective radar scanner. Unlortunately 
the game soon breaks down into a 
series of repetitive scrums — getting 
the ball out takes ages and lots of 
frantic Joystick waggling, then when you 
do Qet the ball out the man is soon 
tackled. Time and time again passing 
takes an agonising couple of seconds 
which are soon lost under a mass 
forwards. After a 
few games I felt 
the real thing 
couldn't be any 
more exhausting, and 
certainly a lot more fun 











while cursor moves sporadically left/right; 
press fire when it's between the posts to 
score — dead easy. Kicking during open 
play is achieved by pressing forward or 
diagonally forward with fire held down to 
determine the strength, but you never have 
enough time to do a long 
positional kick so it's an 
ineffective tactic. 

If you really want to kick 
something, I suggest booting 
this slow, woefully 
inaccurate simulation into 
touch. 1 



PRESENTATION 44% 

Surprisingly few options, for friendltes you can only 
choose from eight teams, 

GRAPHICS 46% 

Slow, liny player? on o featurel e ss pilch. Attractive 
convection sawn. 

SOUND 48% 

Okay title tune, simple in-game FX. 

HOOKABIUTY 42% 

Crude action lades many rugby features. Even two- 
player matches are tedious. 

LASTABIUTY 34% 

The virtual invincibility of computer teams makes the 
World Cup tournament a washout. 



OVERALL 



r 




Unrealistic and unplayable. 
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£ 1 0.99 cassette, 
£15.99 disk 



On the atomic table, lead doesn't 
seem that far Irom gold, just three 
protons separate worthless penrii 
(odder from bank vault city. For centuries 
people have tried all sorts of datly methods 
to transmute lead into gold, but not all 
alchemists 

were witches and magicians. Some 
highly respected thinkers have pursued this 
tool's errand, apparently including 
Leonardo Da Vinci. 

The movie opens with Da Vinci 
succeeding in this impossible task with the 
aid ot a special crystal thingy. which comes 
in three parts. These are all but forgotten 
until now. when the evil millionaires Darwin 
and Minerva Mayflower discover that they 
were hidden in three valuable museum 
pieces stored around the world. 

Being incredibly rich you might think the 
Mayflowers wouldn't be that interested in 
the crystals, but Darwin is stark-raving 



ClftA#itffl^ s lavish back 

&fJV%M%Mm drops overshadow 
the rnovie sets, while there are some 
who would say the Bruce sprite outacts 
Mr Willis' Well, he's certainly got more 
character than Rick Dangerous and 
sports some good animation when he 
gets into different situations: getting 
thrown off the building by the bum-biting 
Rottweiler is a fun effecll Gameplay 
initially seems a fairly conventional 
variation on the platform theme, but 
there's a good deal of extras which 
tweak the gameplay as you progress — 
the faster lasers when you trip the 
alarm. Ihe sneaky trap at the end of the 
Vatican level and so on, It's got that 
professional. Special FX polish and a 
real console feel — it's a pity the game 
wasn't on cartridge, although most loads 
are big enough for ^^^^^ 
multHoad to be on flJHHP 
mildly irritating All in all. ^^^Jk 
another Special FX hit S™£^ty? 
— albeit a tad familiar * aft 

in gameplay. 



o 





my 



lead into 
gold, magic which Special FX had 
much need of in turning Bruce Willis': 
hugely expensive turkey into a game 
which could fly on the C64. STUART 
WYNNE dons titfer and shades to see 
if they succeeded. 



bonkers and 
to produce 
much gold the 
entire world 

economy is 
destroyed. But 
lirst how to get 
the crystals. 

Step forward 
Biuce Willis. AKA 
the Hudson 
Hawk, the world's 
oest cat burgiar 
and currently, 
ahem, in prison. 
He's just about to 
be released and 
has decided to go 



• The Hawk fights parachuting Grannies on the roof of the 
Vatican! 




Odes to See attractive loading 

screen fades 

awa y and C2N 
^^^^^^^^^ begins whirring 

^^^^^^^^^^B again. The Hawk s first 

A* *V N 3 assignment is to steal a 

^ft fc^^v Statu* ol a horse Irom a 
fJS JH rnVJ ten-storey New York 
Bw B 11 museiir". Arriving on 

the root you have to 
yt r^'Tl 9©f dc .vn ihrough nine 

levels before grabbing 
T.ffl. .*.!■ thehc-se 

Once the first screen 
appears you'll notice 

~~ 8,uce l? 1 ''We short 

• and squat but the 

±^±±±±±M background graphics 

are qu<te nice. As you 
explore you'll find the 
^■^^^^^J graph ;.■ get even 

the roof of the to" 6 ' ' - /'e really 

very ccoo indeed — I 

especially like ihe lift 

screen showing you moving oetween floors. 

- On the negative side this means 




liUL 



• Inside a New ^^^^^^^^^^^^^^^^ 

York museum lethal lasers must be 

dodged, and security guards stunned with your bouncing 
tennis balls! 



is balls! 




the game's three rather large 
levels can't be contained In single 
loads, but are split into two or three 
relatively last multiloads. This isn't 
too much o1 a hassle — tor example 
in the maze you're prevented going 
back on yourself, so there's no 
reloading levels — unless you lose all 
your lives' 

The Hawk is a *90s-style hero so 
rather than a 9mm Uzi and grenade 
tauncher you re armed with an 
unlimited supply of tennis balls (!) to 
bounce at your enemies. Should a 
baddie get too close then there's 
always your fists. Mistime your blow 
and energy is lost, then a lite. Rather 
oddly this info is shown on a separate 
screen, shown when you pause the 
game. 

The first level is relatively simple to 
play, mainly consisling ol making your 
way left/right to get to the lifl and Ihe 
next lloor of the museum. There's a bit 
of platform leaping, and lots of villains to 
stun'. You also need to watch out for traps 
such as lasers which electrify Bruce in true 
comic book style. At level's end there's the 
first of three Deautifully drawn revel 
complete pics and a jaunty little tune — 
there's no in-game music. 

Level Two is satin the Vatican beginning 
m a large underground complex which you 
can easily get lost In. Hazards include 
spears (watch Bruce get gorily impaled) 
and air ducts which suck you down and spit 
you out with energy lost, and sometimes 
take you back a couple of screens. The 
leathers fluttering over the ducts when 
they're active is another nice graphical 
touch, while the backgrounds are again 
impressive with some very nice shading 
and variety. You also get some boxes and 
chairs to push around 

As for ihe enemies... did Special FX see 
some weird roughcut movie with 
parachuting grannies, ballooning villains 
and various other weirdo baddies? The 
game is funnier and wilder than the film! To 
rnmnletp Ihe Vatican level there's a neat 




• The Hawk pulls himself over a lethal chasm beneath the Vatican library, a 
section in the game which lasts just seconds in the movie! 



massive 



little challenge where you need to be 
especially careful in true cat burglar style. 

The tinal level takes place in Leonardo 
Da Vinci's castle where the Mayflowers 
have set up the alchemy machine 
particularly nicely done room at the level's 
end. Bruce has now turned against his evil 
employers and must get the crystal before 
the machine is turned on — however, like 
all the other levels there's no time limit. This 
is unsurprisingly the toughest level yet, 
requiring a fair bit of careful leaping up the 
castle battlement with men throwing heavy 
objects down at you. Plus there's a fair tew 
kangaroos with an impressive uppercut... 

Hudson Hawk bears a passing 
resemblance to Rick Dangerous, plus Mario 
Bros and any number of other platlorm 
games. It scores over Rick by some high 
quality graphics, while gameplay is 
generally simpler and less prone to traps — 
which is good or bad depending on your 
point of view. I found Hudson less irritating 
than Rick, to be honest, and while 



gameplay isn't all that varied, it is 
enjoyable and extremely playable 
more, despite 
being very dose 
to the Nintendo • 
version, it only 

costs about as third as 'Mf' 
much and will be 
available now 
Recommended. 



very 
What's 




Credits 



• The end of level two and the all-important safe 
containing Da Vinci's Codex. Make a wron g ^ 
move and the security cage _^^^UHHI^^^P 
falls, sealingjt^^^^^^^f^^^^^^^^ 



PRESENTATION 77% 

Nke loading sown, reasonable mdtfood wilhin 
levels , good level complete pia and extra life at the 
end of each level 

GRAPHICS 90% 

Squat bu* musing Bnxa, while badcgrounds are 
varied and often quite excelenl. Vims such as 
kangaroos and parachuting grannie* are hilarious. 

SOUND 73% 

Okay wrtro and end-Wei Kines, but in-game sound 
is restricted to reasonable spot FX. 

HOOKABKJTY 82% 

tratontfy oddfclive, opening w* a Km scene 
wherein a hanrJeu booking dog smartly drags you 
off the roof if you're not carWull 

LASTABILTTY 84% 

A big, if no* overwhelmingly varied or anginal 
gamo. Ptayafafty wil keep you coming bock 
though. 

OVERALL 




A radfcal impnmment on ihe nwri 
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AVAILABLE FOR: COMMODORE AMIGA, ATARI 
ST, IBM PC & COMPATIBLES*, COMMODORE 64, 
AMSTRAD CPC AND SPECTRUM. 

IIM PC VERSION INCLUDfS THt FOUOWING GREAT GAMES: KICK OfF 2. 
MICSOWOSE 50CCEJ1. WORLD CHAMPIONSHIP SOCCER.'" 

■ tW lfj* fivrfprmn Lid 

UK.r-iNrtmvtl 

^Vt-W CWMp tarn- *4 

Thn i j " ^ h#t bm « ■ . ■ *r i . i m 
tindw kmi Iron* - . , • ■ ■ - ■ : -, v. 
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MICROMAN COMPUTERS 

UNIT 1 1, SOUTH RIBBLE ENTERPRISE PARK 
EDWARD STREET 
WALTON - LE - DALE 
PRESTON, LANCS 
PR5 4AQ 

881 1 55 

OPENING HOURS: MON - SAT 9am - 6pm SUN 10am - 1pm 




AMIGA CARTOON 
CLASSICS 

PLUS 10 BLANK DISKS, 
JOYSTICK + MOUSE MAT 
£385 



AMIGA CARTOON 
CLASSICS 

PLUS 10 BLANK DISKS. 
JOYSTICK, MOUSE MAT ♦ 10 
GREAT GAMES 

£399.99 



CITIZEN MULTI-SINK 1" 
COLOUR MONITOR WITH 
25mm PITCH + BUILT IN TILT 
+ SWIVEL STAND £364.99 



SEIKOSHA 1900 B W9 
PIN PRINTER £116.33 
WITH STARTER KIT 

£125.14 



JOYSTICKS 

QUICK SHOT 1 £4.99 
QUICK SHOT 2 £5.50 
PYTHON 1 TURBO 3 MICROSWITCH £9 99 



25°/. 



0 OFF R.R.P. 
ON ALL C64 + AMIGA TITLES 

LATEST TITLES IN STOCK 

«n C n H C o Q i'^ AYABLE T0 M| CROMAN COPUTERS 
£1.00 PER SOFTWARE ITEM £5.00 PER HARDWARE ITEM 



COMMODORE SUPPLIES 



Commodore 64 power pack .,..£25.99 

64 Parallel convenor £19 99 

801/803 ribbon X 2 £9,99 

Mini office 2 cassette „.„X1 7,99 

64 Instruction manual £9.99 

64 Slimline case M H £9.00 

Vic-20 modulator £14,99 

C64/12S Commodore sound 
Expander module and sound Studio- 
Mid compatible Disk or Cass ™ £9 99 
C2WC3N datacorder £25.99 



64 Reset cartridge £7 99 

Walas 64Kx2 £9 99 

Mini Office 2 Disk £20-99 

C128 instruction manual £19 99 

C3N to C64 adaptor ™ £4.99 

C16/+4 games designer £2.99 

C64 REPAIR -ONLY £24.95 

including parts/labour/insurance etc. 
Send machine only and fault 
description. 



To order send cheque/PO lo: 
Omnldale Supplies, 23 Curzon Street. 
Derby, OEt 2ES 
Tel: 0332 291219 
Open Mon - Sat 10-5.30 



GOT SOMETHING TO SAY 
GOT SOMETHING TO SELL 
THEN TELEPHONE 
SHEILA JARVIS OR 
GEORGE KEENAN 

ON 

0584 875851 



EMPIRE SOFTWARE, 4-6 THE STANNETTS, LAINDON NORTH TRADE 
CENTRE. BASILDON, ESSEX SS15 6D| Til: 0266 541212 EAX: 0268 541)25 
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MERRY CHRISTMAS! But first a word off warning. 
Read on only at your own risk. ZZAP! accepts no 
liability for any offence, injuries or loss off 
progenitive capabilities due to readers following 
the advice contained below! Lloyd 'Innocent' 
Mangram accepts liability only for fellow 
passengers on his bike, in the circumstances off a 
full eclipse on a Sunday. Readers jailed, kicked 
below the belt and otherwise afflicted due to last 
month's Rrap are advised to sue the government, 
parents, Martians, Thingy, etc.... 



NO TIPS, 
PLEASE! 

Dear Lloyd 

Please could you print this letter 
as it would make my day? Here 
are a few questions: 
1 . 1 used to have an Acorn 
Electron and found Repton its 
best game. Is this game 
available for the C64? It so how 
much will it cost? 

2. Very recently I bought a C64 
and am stunned by its graphical 
and sonical abilities. I owned 
the game Paperboy tor the 
Acorn Electron, but it was not 
very good. The 64 version is a 
lot better. I bought the 64 very 
recently and have been 
following ZZAP! ever since from 
Issue 74. Are there any old 
cheats for Paperboy? 

3. In Tusker I cannot find the 
key. Can you help me? (Level 
1 . 'The Desert') 

That's all for now. So keep up 
the superb work. Bye for now. 
S Tovell, Chepstow, 
Gwent 

PS. I think the Megatapes are 
excellent! 

1. Repton III was released on 
the C64, but it only got 49%, 
way back In Issue 23. A 
similar, but tar superior game 
Is Boulderdash — the most 
advanced version of which 
we have on our very next 
Megatape! 

2. Okay, but this is the last 
time I'm going to print tips in 
the Rrap. PLEASE SEND ALL 
FUTURE TIPS ENQUIRIES TO 



CORKY! 

Just type in the listing, 
RUN It, type LOAD and press 
PLAY on the tape. 
10 FOR X=0 TO 28: READ Z: 
POKE 20100+X.Z: NEXT 
20 DATA 169, 4,141,49, 8, 
185,149, 78,153, 52, 4,136, 
208, 247, 76,13, 8,169, 96 
30 DATA 141, 166, 41 
40 DATA 141, 107. 40 
50 DATA 76, 52, 8, 0 

When the computer resets, 
type POKE 1012,78: RUN 
(RETURN) to load the rest of 
the program with infinite 
Paperboys. 

3. According to Robin it's 
■outside the village: 
LM 

PAUSE FOR 
THOUGHT 

Dear Lloyd 

After reading the RRAP* 
section of the August issue of 
ZZAP! I was compelled to write 
in and ask a few questions 
concerning cartridges. I hear 
you cry out, 'What does he want 
to know?' 

Well to start off with we all 
know cartridges offer instant 
loading but what I want to know 

Is* 

a) When the data is loaded 
down from cart into the 64K 
RAM. is the data being 
continually loaded or is it loaded 
in sections of 64K? 

b) If it is continually being 
loaded in. why are pauses 
between certain sections of the 
game? This is highly evident in 



Shadow Of The Beast 

c) If the answer to (a) is that the 
data is loaded in blocks of 64K, 
does this mean that spectacular 
graphics are not possible 
without frequent pauses? 

d) I read a comment you made 
saying that cartridge is a format 
for easy accessible gaming, so 
does this notion hint that on 
future games graphics (even on 
cart) won't be that much 
improved? 

e) Finally the cost of carts. I can 
understand people moaning 
about the prices of carts. So to 
put things straight once and for 
all. could you list down how 
much it costs to make a cart 
from beginning to end? 
Dalvir Singh 
Walsall. 



Sections of data loaded from 
cart can be any size up to the 
full 64K. Loading does cause 
a short pause, but 
spectacular graphics should 
still be possible with only 
barely noticeable delays In 
the action. More frequent 
pauses occasionally occur 
because most of the game 
code stays In memory; 
there's just some new 
graphic code being pulled In. 
The Megadrlve, for example, 
despite Its often massive 
graphics only has 128K of 
RAM. In a spectacular game 
like the Megadrive's Stridor 
this causes frequent pauses 
for big new graphics to be 
pulled Into the game. More 
normally, games designed tor 
the system organize levels so 
they're a single load. C64 
Wrath Of The Demon, for 
example, features some 
stunning mega-monsters to 
fight. Rather than being at the 
end of a level, they're hived 
off — you go through a door, 
there 's a tiny pause, and 
you 're in a room with a 
monster with no more of a 
pause than In your standard 
arcade machine. In short, 
carts allow for as spectacular 
graphics as the C64 Is 
capable and, yes, that means 
pauses, but with intelligent 
game design that shouldn't 
be a problem. 



CHAT-UP 
CHUMP 

Dear Lloyd 

When I read your chat-up line. 
'Do you want to play with my 
joystick?' I thought it was 
hilarious for quite a few days. 

Imagine this; Yesterday (Sat 
16th) I saw a girl who was 
eyeing me up like mad, and 
boy was she nice, blonde hair, 
light blue eyes and what a 
figure, co-erf As well as that 
she was two years older than 
me. 

She was with her friends so I 
didn't have the courage to go 
over, but eventually one of her 
friends came over, and told me 
this girl really does like me. 
and that she really does want 
to go out with me. So of course 
I was over the universe or 
moon... anyway, I saw her 
friends go and she was 
standing alone so I calmly 
walked over and started talking 
then we kissed, so then I 
asked her the fatal line. 'Do 
you want to play with my 
joystick?' Her face went red as 



me round the face and kneed 
me right in the 
unmentionables. I was 
devastated as well as being in 
agony but luckily, on the way 
home I saw another girl I liked 
so I used my tactics, started 
talking, then said, 'Do you want 
to go out with me?' and she 
replied... wait for it... NO!!! Only 
joking, she said YES!!! 

Anyway, must go now, CJ's 
Elephant Antics has loaded up. 

Say hi to everybody there. 
Peter Pritchard, 
Hastings, East Sussex 
PS. ZZAP! shall (reign) rain 
forever. 

PPS. Print this letter please so 
no-one shall make my mistake, 
and I'll subscribe... I will 
honest. 

PPPS. I notice another mag for 
the C64 is copying you a bit. 

So Markle's best chat-up line 
didn 't work? Now I know 
why he always has that 
'pained' expression! But 
have any readers tried out 
some of my golden oldie 
chat-up lines? Let me know 
how you get on/off. 




DOWN GAME FREAK ALLEY CONSOLES WILL NE 



GAMES ARE IN YOUR 
VEINS, PULSING WITH 
EVERY HEARTBEAT, 
RACING THROUGH 
YOUR SYSTEM LIKE A 
THRILLING VIRUS... 
NO PLACE TO GO, 
NO PLACE TO HIDE 
FROM THE POWER OF 
THE GAMES FORCE... 
THE NEW 
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BETTER THAN 
ALL THE REST 

Dear Lloyd 

As I'm sure you know, every so 
often there is a letter in 2ZAP! 
from someone who can do 
nothing but complain about your 
wonderful magazine. 
Overpriced, not enough pages, 
lack of reviews, no Rockford 
and too many mentions of a 
certain yellow, bendy fruit are 
but a fraction (a rather large 
fraction actually) of the 
numerous complaints. Well I 
have had enough — got that, I 
don't want to hear of any more 
moans or degrading letters 
because there is simply no 
need. ZZAP!. is, as far as C64 
mags go. the best — and I will 
tell you why. 

Most of these letters say that 
the older, now defunct 
magazines were of better 
quality with more pages but I 
will tell you this, boy {famous 
Rab C Nesbitt saying which you 
probably won't understand 
because you live in England 
(poor chap)), I have absolutely 
trillions and millions of millions... 
well, a few hundred old CCI, YC 
and Commodore Horizons 
magazines, all of these with 
about two hundred pages, but 
did I like them?... No. They 
were all naff (so why did I buy 
them? Hmmm...). There were 
nearly no colour pictures, about 
10 games were reviewed in 
each, all the screenshots were 
in b/w and the magazines of 
that time were not as personal 
or friendly in the way ZZAP! is. 
The writers were pretty boring 
and you could never tell which 
review was which (not that 
mattered) because they were all 
so dull. ZZAP! authors are 
always making jokes and 
needling each other. Phil is too 
fat, Stuart wears glasses (like 
me), Robin is Welsh, Corky 
likes Spectrums and you have 
an odd name. This makes 
reading ZZAP! more fun. 

So my point is: ZZAP! has 
(like me) reached several foot 
above the pinnacle of 
excellence and no mag has 
ever been better. It's crammed 
with reviews, news on 
commodore, a nifty tape with 
decent games (although I 
couldn't get anywhere in Lords 
of Midnight, I didn't like that), full 
colour pictures and now a letter 
from me. How much better 
could it get? 



Incidentally, while looking on 
in boredom at an ancient CCI 
may I saw this odd article which 
was poking fun at ZZAP!, then 
in its infancy, and the writer was 
comparing ZZAP! to a fluff- 
covered lollipop! But now a few 
years on the public has become 
sensible and Hushed CCI down 
the toilet, and ZZAP! is still 
going strong so I would like to 
say to that particular dude, 'HA 
HA HA.' 

Right, that's enough of that I 
think. Now Lloyd — your starter 
for 10. 

I — Is there a cheat for the 
cartridge version of Myth? Level 
3 is a real bitch. 

II — Why don't you print a 
picture of yourself in Rrap? I'm 
sure we would all like to see 
what you look like. ©Uncross - 

III — Have you any more info 
on the supposed C65? It 
sounds like quite a machine. 

IV — Is there any way you can 
play C64 games on an Amiga? 
You say no but an advert for an 
emulator in one of my 

aforementioned old mags says 
yes. 

V — What, in your opinion, is 
the game with the best 'game 
complete' sequence. I thinks it's 
Navy SEALs. 

VI — I think it would be a good 
idea for readers to vote for the 
games that are on the 
Megatapes. Do you? 

I shall leave you with a bit of 
magic — Type in {without a 
cart) POKE 649,0 then press 
return. Now try typing in 
'banana' and be amazed. 

Simon Geary , Bearsden, 
Glasgow 

PS. Enclosed in this envelope is 
a secret escape device to free 
you from Stalag ZZAPI although 
I'm sure it's a perfectly jolly 
place. 

I — Probably not. 

II — There was a picture of 
me In earlier Rraps, albeit 
with a bag over my bonce. 

III — Read the special C65 
section In this very Rrap! 

IV— There's one advertised 
on the PD circuit, but how 
effective It Is we don't know. 

V — Robin reckons It's 
Retrograde. 

VI — Readers are welcome to 
make suggestions, but some 
games simply aren't available 
due to legal and other 
reasons. 



GOING MAD! 

On the ZZAP! Issue 74 there 
was a tape! (Yes, no bananas!) 
On the front-page there was a 
word 'Boxed', but all I had was 



So I go to my newsagent, and 
put my Uzi 9mm under his nose 
and scream: 'Where is my tape- 
box?' 

The poor man told me (after 
he came out of the hospital) that 
we ZZAP! readers in Holland 
usually don't get a box for our 
tape, because our ZZAPIs need 
to be flown over from England 
(sniff!) 

But then on the next ZZAP! 
Issue no.75, there was a tape 
with a box! Yes, I jump a hole in 
the air (and kiss the man) So I 
think everything is okay, but ten 
minutes ago I bought ZZAP! 
no.76, and what do you think? A 
tape, but no box! So I run home, 
get my M-16, and my Uzi 9mm, 
and my bazooka!. 

I run back to my newsagent, 
and start shooting! After one 
hour of screaming and shooting 
there was nothing left of his 
shop, and the cops were there 



also waiting for me to put me in 
the jail! 

So now I'm writing to you 
from Holland, in a jail!. And all 
I've got to do is reading my 
ZZAP! and waltzing with my 
whale! His name is Robin! I 
called him Robin, because I 
love ZZAP! so much. I think it's 
fab, and marvellous. 

So Lloyd would you please 
tell me where my boxes for my 
tapes are? And would you also 
be so nice to send me £18000 
— to get me out the prison?! 

By the way, where were the 
Turrican 2 tips? 

And where was the Fuzzy 
Factory. I want to see the pics 
of Sandra Boe! 




| NO WAFFLE 

Dear Lloyd 

Firstly, I would like to say that I 
am NOT going to waffle on and 
on about cartridges! However, I 
would like to make some 
(hopefully) interesting views. 
(And/or lessons in cod- 
slibblying!) 

1 . The new look. Fine with me. 
I wasn't too keen at first, but 
now I've got used to it I think 
It's for the better. 64 only, more 
features & reviews — great. 
But why no caricature of 
Lloyd? 

2. Cartridges. I am keen on the 
concept. I am hoping the prices 
will drop a bit. I only hope that 
tapes won't be phased out. 
(Disks seem to be fairly 
secure, but our fluffy C2N read 
object isn't.) 

3. The Megatapes. They have 
been very good, and will 
hopefully get better. How about 
some demos of these games?: 
Alien Storm, Terminator 2, 
Speedball2, Toki,3D 
Construction Kit, Creatures 2, 
& Smash TV— if they're good 
enough of course, and 
possible to get 

4. Corky. Although his coin-op 
review pages were good. I 
don't think much of his first tips 
section. It's all bloody reset 
stuff, and I don't see why I 
should buy a reset cart just to 
use the tips. So it's all very well 
to praise Waz, but to the rest of 
us non-resetters, it's not worth 
it. Let's have some more 
conventional cheats as welll (I 
would like to say I have nothing 
personally against Corky, Waz 
or resetters. I'm sure they're all 
very nice people!) 




a) Please state the c 

the Turbo Charge game, as 
you omitted them in #76. 

b) Who will do Parasol Stars? 

c) Any chance of more demos 
to a Megatape. The Speccy 
mags have a good 7 or so bits 
& bobs on their tapes. Not that 
the Megatapes are in anyway 
crap. They are very nice, thank 
you. 

d) I want to see more fish & 
sausages in ZZAP! — is this 
possible? Thanks for listening. 
If you die, then do not attempt 
to bring yourself back to life — 
it won't work, you know...it 
won't... 

Rob The Terminator' 



1. Nobody's ever seen under 
my paper bag. 
2. 1 can't see the cassette 
market dying, even with 
Commodore's cutting of the 
C2N from the C64 bundle. 
Disk drives are only owned 
by a minority and carts are 
popular only for a very few 
high quality games. 

3. You've already had T2. 
Creatures 2 and Smash TV 
are possibilities. 

4. He's always trying... very 
trying. I'm sure he'll settle In 
soon. Keep sending him 
those tips and maps! 

a) The credits are in the 
preview feature we did, 
although System 3 don't 
want some the contributors 
named. 

b) Ocean. 

c) We only have a limited 
length of tape to cram stuff 
onto. 

d) Phil's all for that, but don't 
forget the chips! 
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I got great news: I know 
where Rockford, Thingie. and 
the border dudes are! 

Last week, (before I killed my 
newsagent's shop) I was playing 
baseball, and I hit the ball and 
the ball (lies up. and up, and up! 
Then it hits something.. ..A small, 
UFO! ieieiek! 

It smashes into the ground 
and a little green slime comes 



out. it was shouting about never 
seeing Rockford, Thingie and 
the dudes, if we don't pay 
50,000 space cr. 

It told me that they were on 
Barka 6 and then it boosted up 
again! Why don't you send the 
Scorelord up there in place of 
Rockford, Thingie, and the 
border dudes? 

I got one last question: can I 



order something from 
Zzuperstore from Issue no.70, 
or is it impossible? 
Geben Woudstra (from 
Hie prison), Holland 

For some reason, early copies 
of Issue 74& 76 didn't have a 
cassette box. I'm sorry to hear 
of all the trouble it caused. 
I'll ask the Scorelord to 



threaten the Intergalactlc 
kidnappers with his array of 
terrible torture devices. Who 
knows? 

You can order pretty much 
anything from the 
Zzuperstore — if it's a really 
old product it's better to 
check It's available first, 
though. 
LM 



C65 FORUM 

Ah, sadness, probably the 
last C65 forum for the 
foreseeable future I'm afraid. 
The enhanced C64 project Is 
currently being downplayed 
by Commodore in favour of 
hype surrounding a new C64 
pack — so no Interview with 
Commodore PR Manager 
Andrew Ball. 

The details of the C64 pack 
are still somewhat shrouded 
In mystery, but If it 's a 
success It should mean more 
C64 users and thus more C64 
games being written, 
hopefully. For existing C64 
owners news of the future will 
have to wait till next year 
when the C65 may (or may 
not) finally be released. 

Dear Uoyd 

The news of the C65 — if it ever 
comes in at that specification, 
price and still retains 100% 
compatibility with 64 software — 
will breath new life into the 64 
market. What with 3.5-inch disks 
at extremely cheap prices, quick 
ng and custom chips it 
like what the C64GS (or 
even Ct28) should have been.. 

However, how many-C64" 
owners will pay the £200 or so 
for an updated 64. albert with 



owners to continue using 64 
software, and new C65 owners 
to get classic games at a cheap 
price. 



The RRP for Amlgas remains 
around £400, so It's a hefty 
£200 difference between it 
and the C65. As for reusing 
parts from traded-ln C64s, the 
costs of recycling are likely to 
tar exceed any savings they 
may offer. A trade-in offer Is 
still possible, Andrew Ball 
hasn 1 ruled it out but merely 
emphasised that the C65 still 
isn t certain to be released 
and thus any marketing plans 
remain highly speculative. 

Dear Uoyd 

I WANT A C65. It sounds 
brilliant. For the games player it 
has got all the attn- 
Amiga: fast 3.5i 
great graphics 

sound. For the programmer it 
has more memory, faster and 
better disk access, better 
graphics and all this in familiar 
651 OA assembly language. 
What more could anybody ask 
for? 

The only slight reservation I 
have is about all the C64 
owners who won't be upgrading 




better sound and graphics, . - - and maybe just bought a 64 a 

-~ A m „„. .i-i u-. . ~. k .,_„ ik nil j&b 





when an Amiga could be 
purchased for an extra £100? 
that this machine wiL- 

marketing and 
we pricing with a decent 
ire catalogue of C65-only 
titles at the launch, otherwise it 
could turn out to be a 

ible way of 
aging existing 64ers^R 
would be to offer a 
trade-in price say £30-£50 off 
the RRP Ot the C65. Now with 
the used C64 pans, such as the 
VIC and SID chips, joystick and 
can: ports could be used in the 
C65 possibly keepi 
and ensuring compatibility or 
even just used as spares. What 
do other 64ers think of the 
trade-in idea? 

If this is not possible at least 
leave the cassette port on the 
C65 even if datasette production 



year or two ago. Will games still 
be released for the 64? \ ^tfnk 
the approach the software 
houses should take is treat the 
C64 and C65 as totally separate 
computers and produce two^^* 
versions of the game for each 
computer. It the C65 catches on 
this is the approach they must 
take as they cant forget about 
hundreds of thousands ot 
C64 owners. Two versions of 
games should be easy as the 
code can be ported ov6r and 
just graphics etc changed, 
if the C65 is released it 
do a lot better than the 
8 (of which I have one) as 
all the C 128 offered for the 
higher price was 64K more, 
eighty columns which most 
people can't use and slightly 
faster operating in eighty 
column mode. If the C65 is 
released at around £200 people 



3.5-inch disk drive alone costs 
around £200. They get two 
computers in one. 

So my message to 
Commodore is 'Please Release 
The Commodore 65', as it 
sounds brilliant and has almost 
everything people want from a 
computer, better graphics, more 
memory etc. If it comes out I will 
definitely be buying one. 

I also have a few 
suggestions: I think the C65 
should have at least 256K with 
more than an 16-bit address (as 
Ci28-style bank switching is 
very awkward), although I don't 
know if this is possible with an 
8-bit processor. 

I think the C65 would need a 
bit more memory than 64K as 
all the new graphics etc will take 
up a lot of memory. I also think 
an autoboot in C65 mode would 
be good as it would save people 
typing in LOAD etc and it 
make the computer look 
professional — like the 

I also think it wou' ' 
to include a machine 
monitor in ROM althou 
much better one than the one in 
theC128. 

To finish off I would like to say 
please release the C65 as I am 
sure many people would buy it. 
lain Black, Dublin 1 3, 
I f© I q n d ■ 

/ don t think I understood all 
ot that, lain, 8-bit 16-bit 





newcomer. 

I would hope more serious 
stuff will be available to the C65. 
Say possibly a Laser printer. 
Word Processor etc. There 
should be superb utilities for the 
C65, just like the Deluxe Paint 
series for the Amiga and 
possibly maybe the marvellous 
CDTV could be connected to 
the new C65 to enhance the 
graphics quality and sound, then 
it will leave the competing 
computers shivering. Judging by 
the graphics quality and the 
amount of colours available, the 
new C65 should be a great 
The price is cheap 
the price offered 
for the now deserted C1 28 and 
other computers of the same 
capability. 

The C65 should have strong 
backup from every software 
company by the end of 1 992. It 
Id be one of the leading 
; if not it 
Id be one by 
1993. This time may it be 
possible for the public to design 
the actual computer's body 
(which hasn't been done by any 
other computer ever). If it is 
possible then the computer will 
sell greater than ever and will 
e the other computer 
mpanies gobsmacked! (for 
sure) by that young gun! 
A Nora 'MC GRAFFITI' 
Rochdale, L 




indeed, but 
the same! 1 





be a great 
shake the other 



Dear Lloyd 
I think the Ct 
success 
comput 
The Idea of a C65 upgraded 
from the C64 is a promising idea 
and it may sell just as good as 
the Amiga, hopefully. 

Hopefully it won't be a failure 
like the C1 28. But even now I 
have high hopes for the 



Laser printers! A bit pricey 
methinks, but Inkjet printers 
give similar quality for £400 
these days Whether such 
add-ons will be available for 
the C65 will depend on the 
ports being standard or not, 
methinks. As for designing 
the C65's body, could anyone 
do worse than the GS? 




Whew! Dangerous times out there compadres! 
Anyone with any meek and mild advice for 
readers wishing to survive 1991 without further 
damage can write in to Newsfield, Lloyd 
Mangram, ZZAP! Rrap, Ludlow, Shropshire 5Y8 
1JW. Remember there's £40 worth of software 
for the 'Letter Of The Month', so get writing with 
your Super Safe No Joysticks Mentioned Chat-Up 
Lines now! 



Cuttle ^Software 




UNDER NEW MANAGEMENT 




0782 575043< 









, 1 





0782 575043< 





★CHRISTMAS 
EXTRAVAGANZA* 



DUE TO THE RELAUNCH OF ZZAP264 
AND IT BEING THE CHRISTMAS ISSUE 
WE HAVE DECIDED TO TREAT AS MANY 
READERS AS WE POSSIBLY CAN. 
WE ARE OFFERING 50 , YES 50, 
ARCADE GAMES INCLUDING 
MANY OF YOUR OLD FAVOURITES. 
WE ONLY HAVE 500 OF THESE PACKS 
TO GIVE AWAY AT THE KNOCK 
DOWN PRICE OF £7.99. 
IDEAL STOCKING FILLER, FANTASTIC 

GIFT YOU CAN T GO 
WRONG, 50 GAMES 
FOR £7.99 



1* 



MERRY CHRISTMAS 




Vf r T 



Post to: 

CASTLE SOFTWARE 

Castle House, 

2 William Clowes Street, Burslem, 

Stoke-on-Trent 

ST6 3AP. 



Please rush me:- 





Amount 


GIANT GAMES PACK 


7.99 














Total amount 





niNo.^ 



cm* 




¥ 

W*^OUTORAW 

DEAD* THE 

*CUNFICHT£R 



0898 

313595 





0898 

31 3597 



I'JlSJiSS '^SJ* '?. v ^ r, .S , .$.° e n p !° CBe obtotn poffnisston of whoever pays toe phone Mi l 
INFQDIAL POBox 36 tSl 4IN Coll chapes 3flp Pof Mh Cheap 48p P« Al Ome. Tlmos | 



COMMODORE 



Software Hire Club 
Send S.A.E for details to, 
C.STATHAM 
3, Briarbank Ave 
Nottingham 
NG3 6JU 

Tel: 0602 581635 

We condemn software piracy. 



STRATEGY 

GETTYSBURG: is the most detailed and realistic computer simulation ot 
this decisive baffle ever made. 12 weapons types. Active participation by 
Brigade, Divisional and Corps commanders. Playing time 1 1 - 40 hours. C64 
disk £24.95 

OMEGA: Jointhe elite cybertank engineers. You will lead a monumental 
eftort to design the supreme cybertank and test it in simulated combat. You 
must define chassis specifications, install lethal weaponry, integrate electronic 
systems and device the Artificial Intelligence that make your design more 
cunning, and more deadly, than any other. C64 disk £19.95. 

MICROLEAGUE FOOTBALL: You get the players - 20 pro football 
rosters featuring your real - life gridiron heroes. You control the teams - both 
defence - and all the action, based on the actual season stats and 
performances from the real players and teams. You win or lose based on your 
coaching strategies. This is no boring arcade • style game. MLF is thinking 
man's football. C64 disk £24.95 

NAM: is the tactical wargame that tests your ability to command in six 
challenging, real-life scenarios. A variety of units, including APC's machine 
guns, mortars, artillery, recoilles. rifles, tanks and helicopters. Three levels of 
difficulty. Six different scenerios involving U.S. South Korean, ARVN. NLA and 
NVA forces. NAM is a tactical strategy wargame of U.S. and allied forces in 
VIETNAM, 
C64 disk £12.95. 

CLUE BOOKS: at £7.95 each: BARDS TALE I OR III, BUCK ROGERS, 
CHAMPIONS OF KRYNN, CHAOS STRIKES BACK. CURSE OF AZURE 
BONDS. DEATH KNIGHT OF KRYNN, DRAGON WARS. DUNGEON 
MASTER. ELITE, ELIVRA. EYE OF THE BEHOLDER, MANIAC MANSION, 
MIGHT & MAGIC I. NEUROMANCER, POOL OF RADIANCE, STARFLIGHT, 
WASTELAND OR ZAK McKRACKEN, INDIANA JONES ADV.. SECRET OF ' 
SILVER BLADES, SECRETS OF MONKEY ISLAND. 
£8.95 each ULTIMA III.IV, V. or VI. 

Mail order only. Please allow 28 days for delivery please make cheques 
payable to CINTRONICS LTD. Free post & packing within the UK. EUROPE 
add £2 per item. 

CINTRONICS LTD. 16 Connaught Street, London W2 2AG 
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BLAL-A-TIP 



CHEATS GALORE 
0898 101 234 
FROM IRELAND RING 

03000 21244 
MEGATIP GAMESUNE 
0898 299 388 
AMIGA GAMETIPS 
0898 299 386 
AMIGA NEWS, TIPS AND TRICKS 
0898 299 385 
SHADOW OF THE BEAST I AND II INTERACTIVE 

SOLUTION 
0898 442 022 
COMPUTER FUNUNE 
0898 299 399 



ALL LINES UPDATED WEEKLY 
PROPRIETOR:- Jacqueline Wright, P.O.Box 54, 
Southwest, Manchester M 15 1LS 
Calls cost 36p per min at 'cheap rate' and 

4fin npr min at nth«*r timoc 
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Censored. That's what happened to my 
original entertaining intro for this page. My 
witticisms about 'Old Flames', Tarby being 
a burnt-out comedian, and jokes concerning 
a naughtier version of 'Blind Date' 
(involving blindfolds) would apparently 
aMpmI nuhlir taste (and I didn't even 



'And Charts too! 



S3.530.000 Shane McElroy. Newty. Co Down 

KWIK SNAX (CodeMasters) 

4.325.100 (Completed) Puniy, Norwich 
4,234,300 (Completed) Alasdalr Maciver. 
Knock Poiffl. Isle CH Lewis 
4.224.050 (Compiled) Scott Leach. Sutton 
Park. Hull 



THRUSTABALL (Megatape 19) 

326,427 Damon Naile. Exmouth, Devon 
26.650 Steve Amott. Huntingdon. Cambs 

TIME MACHINE (Vivid Image' Acltvlslon 

7.786 Ian Fletcher. Dibden Purlieu. Soutt 



(involving blindfolds) would apparently 
offend public taste (and I didn't even 
mention Des O'Connor!). Yes, my 
transmissions to Earth are being constantly 
monitored by the Broadcasting Complaints 
wotsit. Why, I'm not even allowed to 
mention things like Phil's obsession with 
r'bb'r infl't'bl's and his frequent visits to 
Kw'k ft. It makes you wonder what they'll 
ban next: Donald Duck for baring his 
backside? (Yes, he really Is banned in 



4.224.050 (Compiled) Scott Leach. Sutton 
Park. Hull 

MIDNIGHT RESISTANCE (Ocean) 

1.000,845 (Completed) Matthew Dainty. 
Shrewsbury 

800.028 Robert Swindells, Parkstowe. Dorset 
184.965 (Completed) Colm, Clyde. Turncan 
McDermon 

NARC (Ocean) 

1,210.950 (Completed) CJ Berry, Woolton. 



7.786 tan Fletcher. Dibden Purlieu, Soul! 

VENDETTA (System 3) 

(Time Ufl» 
41S0Punly, NoWch 
41:21 John de Vugl. Roosendaal, Holland 
39:26 Chns (WAK) Everett. Worcester 

WELLTRIS (Intogrames) 

6,142 {64 lines) Victor van Vlaardingen, R 
Holland 

5,956 (61 lines) Daniel Johansson. Sfljntorp. 
fi 9?3 .67 lines) Parkv. The Dark Room, ZZAI 



home planet. There, each (holographic) TV 
programme has to contain a minimum 
amount of sex and violence to be 
broadcastable. You should see our version 
of 'Blue Peter'! But no-one is turned into an 
axe-wielding zombie — no, we just like to 
blow up the odd planet or two! 



Krllamarsh. 5heit>eld 

560.150 (Completed) Dominic Williams, 

Liannon, S Wales 



ZYBfcA (Megaiape idj 

29 ,720 Steve Arnott, Huntingdon, Cambs 



ATOMINO (Psygnosls) 

(Mode A) 

72,335 (Level 36) James Tulty. Brighton, Sussex 
19718 (Level 17) Matthew Mole Allen. West Ewell 
Surrey 
(Mode B) 

93.726 Chns (WAK) Everett. Worceslef 

BLOOD MONEY (Psygnosls) 

276,350 (Completed) Darren Jon/ Stoper. Invergordon. 

Ross-shlre 

255.550 (Completed) Euan Walters. Whinmoor, W 
Yorks 

242,750 (Completed) Martin Bastable, Stafford 

CHASE HQ II: SPECIAL CRIMINAL INVESTIGATION 

(Ocean) 

1 1 587.400 Shaun Alcock. Worstey, Manchester 

I . 167,500 (Completed) Darren Freehand. Hamilton, 
Lanarkshire 

881.600 (Completed) Steven King. Kendal, Cumbria 

CJ'S ELEPHANT ANTICS (CodeMasters) 

1 19,432 (Compteted) Graham Keeling, Bournemouth. 
Dorset 

117,608 (Completed) Geraint Rees, Llanelli, Wales 
115.587 (Completed) Craig Pattenden. Salisbury. Wilts 

CREATURES (Thalamus) 

14.894 Graham Keeling, Bournemouth. Dorset 
13,064 Stephen Howe. Baltisodare, Co Sligo. Rep 
Ireland 

I I, 375 (Completed) Mrs Rhona J Adams, OW Town, 
Swindon. 

FLIMBO S QUEST (System 3) 

239,040 (Completed) Steven King, Cumbria 
230.475 (Corr^leted) Adnan NlcWin. Rawmarsh. 
Rotherham 

157,255 (Completed) Scott Leach. Sulon Park. Hull 

INTERNATIONAL 3D TENNIS (Palace) 

$3,031,534 David (Wavy) James, Smethwlck. W Mtds 
$1 ,218736 Laurence Smtlh. Auckland, New Zealand 
S786,891 Mark McGany. Lame. N Ireland 

IVAN IRON MAN STEWARTS SUPER OFF-ROAD 
RACER (Virgin) 

$10,050,000 Robert Jones, Rochdale, Lanes 
$4,400,000 Damon Naile. Exmoulh. Devon 



NAVY S.E.A.LS (Ocean) 

213,585 (Completed) Neil the Navy SEAL 
Higgs, Coventry 

210.940 (Completed) Steven King, Kendal. 
Cumbria 

199.340 (Completed) Ian Bhdges. Hartlepool, 
Cleveland 



NIGHT SHIFT (Lucaslilm US Gold) 

$81 .300 David Humphreys, Murroe. Co Limenck, Eire 
$80,000 Stephen Howe. Balllsodare. Co Sligo, Rep 
Ireland 

$77,480 C Maddocks, Klllamarsh. ShettieW 

POWERAMA (Megatape 21) 

7, 1 75.825 Damon Naile. Exmouth, Devon 
5,740,675 Jonathan Chapman, Grimsby, South 
Humberside 

5.130.200 Craig Pattenden, Salisbury, Wilts 

PREDATOR 2 (Imageworks) 

1,758.375 (Completed) Bart (Slade) Hendrlx, Horsl. 
Netherlands 

PUZZNIC (Ocean) 

5,455,100 (Level 8-8) CC Barclay, Edinburgh 
3,801.100 (Level 8-6) lain McLaren, Anonyville 
3,516.100 (Level 8-5) Stephane Depauw. Bruxelles, 
Belgium 

REVENGE OF THE MUTANT CAMELS (Megatape 
19) 

131,035 Rory Revs Stamp, Cartmel. Cumbria 
1 18.654 Matt Mutant Rhodes, Cartmel, Cumbna 

ROBOCOP II (Ocean) 

7.868.000 (Completed) Matthew Dainty, Shrewsbury 
6.273,000 CJ Berry, Wootlon, Liverpool 
5,713.000 (Completed) Darren Freeland, Hamilton, 
Lanarkshire 

RUBICON (21 st Century Entertainment) 

12.480 Rob H, ZZAP! Reactor 

SPIKE IN TRANSYLVANIA (CodeMasters) 

16,010 (Completed) Scott Dodo* McKee, Stowmarket. 
Suffolk 

2.600 Graham Keeling. Bournemouth, Dorset 

SUBTERRANEA (Megatape 13) 

38,270 (Completed) Steve Arnolt. Huntingdon. Cambs 

TEENAGE MUTANT HERO TURTLES (Imageworks) 

18.425 Paul Ashton. Pontyclun. Mid Glamorgan 
1 7.666 Ian Fletcher. Dibden Purlieu. Southampton 




• THE READERS' CHART 

1. (2)TurrUon II (Rainbow Arts) 
2. (1) Creator** 

3. (3) Navy SEAL* 

4. H L«t Ninja III 

5. (-) Lords of Midnight 

6. (-) Int. 3D Tennis 

7. (-) I Play 3D Soccer 

8. H Midnight Resistance 



(Thalamus) 
(Ocean) 
(System 3) 
(Megatpe 21) 
(Palaca| 
(Sinwhnondo) 
i (Ocean) 



9. (— | RBI 2 (Domark) 

10. (7) Rainbow Islands (Ocean) 

• TOP FIVE COMEDIANS! 

1 . Robin William* 

2. Jasper Carrott (?!) 

3. Rowan Atkinson 

4. Stove Martin 

5. Rlk Mayall 






SAXTON COMPUTERS LTD 



Which Computer? 

CONFUSED! 

ONE STOP FOR ALL YOUR COMPUTER NEEDS 
BUSINESS OR HOME COMPUTERS 
GAMES OR BUSINESS SOFTWARE 

SERVICE CENTRE 

FOR HOME OR BUSINESS COMPUTERS 

REPAIRS FOR TV, VIDEOS ETC. 
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CALL FOR EXPERT ADVICE NOW. 



Man 
St 
Cc 



Authorised Dealers 

And Stockists For 
Amstrad, Atari, 

modore, Citizen, 
annesmann Tally, 
Star and Sage, 
Come and See, 
In Store Demo of 
Commodore CD TV 
Full Range of 
Hand Held And 
Games Consoles 
Printers From 
£119.00 + VAT 
Amiga 500 
Cartoon Classics Pack 
1 Meg + Simpsons 
Captain Planet 
Lemmings & 
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Access 



984-986 

TEL: 081-573-2100 



, MIDDLESEX, UB4 ORL 
FAXtOS 1-569- 1411 
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»eads on Darth Vader bodies! 
Frustration is avoided by a fruN 
•-•ombination passctde tor each 
\0 levels. while gameplay is 
both lancinating and highly 
amusing. 



US Gold. £17.99 cassette, £19.99 disk 

Max isn't mad but it certainly has a rich 
flavour, Kicking oft with the incredible 
Turrican II Manired Trenz's sequel 
surpassed even the ground-breaking 
original with some of the most stunning 
graphics ever seen on the C64. Most 
impressive are the huge superbaddies: 
several screens high, beautifully detailed, 
and yet moving around so smoothly and 
quickly you'd swear your C64 had an 
Amiga-style Blitter chip. It's not only the 
huge setpieces which impress, however. All 
the graphics exhibit a slickness more 
commonly associated with arcade 
machines, while the varied soundtrack is an 
aural delight, varying — to suit the action — 
Irom subtle, atmospheric pieces to 
pounding rock themes. 

But it's not only this undoubted technical 
brilliance that makes the game great; the 
action is superbly designed with the main 
Turrican character armed to the teeth. His 
multipurpose ray gun {whose firepower can 
be enhanced by collecting power- ups) 
doubles as a laser sword which Turrican 
can swirl around himself. In addition, he 
can turn into a gyroscope to roll along the 
floor, lay mines in this form or even activate 
the super smart bomb to create total 
mayhem on the screen. Not only do the 
arcade adventure levels pack plenty ot 
variety with countless types of enemy, 
there's even a horizontally shoot-'em-up 
world (comprising three levels) with 
Turrican at the controls of a spaceship, plus 
a vertically scrolling jetpack section. 
Turrican Its got the lot! 

As a straightforward vertically scrolling 
shoot-'em-up. Swlv can t boast that sort of 
variety, but it's still a highly enjoyable blast. 
It's NOT the oflicial sequel to Silkworm, yet 
it features one or two players controlling 
jeep and helicopter. Each vehicle has its 
pros and cons: the jeep can simultaneously 



move m different 
directions but, unlike 
the forward-firing 
helicopter wing 
above, has to 
negotiate groun 
obstacles and cross 
bridges. Of course 
there's the usual 
weapon upgrades to 
collect and countless 
enemy tanks, ground 
installations and 
aircraft to really test 
your reactions. It's 
not the most original 
of games, but it's all slickly done and very 
playable. / ^ f 
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Without doubt the weakest of the 
mpllation's four titles, St Dragon is a 
conversion of a rather lacklustre Jaleco 
com-op, A pretty straightforward 
horizontally scrolling blaster the only 
novelty is that you control a snake-like 
'dragon' with a protective tail to curl around 
yourself. Collect extra firepower and it 
becomes even easier to slaughter the 
enemies and it shouldn't take you long to 
complete. It's okay filler material, but on the 
dull side with an annoying glitch that 
occasionally kills you for apparently no 
reason. 

RECOMMENDATION: None of the games 
have previously appeared on compilation or 
budget — incredibly, they're all under nine 
months old. With the inclusion of the classic 
Turrican II and two other very good titles, 
you certainly get max value for money. 



T 
C 



ERAINB W 
L ECTION 




Night Shift, on the other hand, is a 
completely unique concept. As Fred or 
Fiona Fixit, you're in charge of a toy 
production line: known as the Beast this 
consists of about eight vertically scrolling 
screens. You must jump and climb around 
it, making sure each bft is working properly 
so that the toys (Star Wars and other 
Lucasfilm characters) come out in perfect 
condition at the bottom. A bike must be 
pedalled to generate power, a Bunsen 
burner lit to heat the plastic, and conveyor 
belts switched in the correct direction and 
synchronised so that the toy's head is put 
on top of its body. Later levels get even 
more chaotic with the addition of extra 
duties such as paint mixing and spraying, 
moulding, quality control, packing, and 
more than one type of toy to make. It's so 
easy for something to go wrong, with 
hilarious results such as Luke Skywalker 



Addicted To Fun, £9.99 cassette, £15.99 
disk 

Ocean's new compilation label kicks off 
in fine style. The Rainbow Collection 
features three Taito coin-op conversions: 
Gold Medals Bubble Bobble and Rainbow 
Islands, plus the Sizzling New Zealand 
Story. 

Bubble Bobble is the oldest of the trio 
and has recently been 're-rereleased' by 
Ocean's budget label. The Hit Squad. This 
timeless classic stars Bub and Bob, two 
cute dinosaurs who blow bubbles to trap 
the monsters which walk or fly around each 
of 100 single-screen levels. You need to 
jump on trapped baddies to kill them, but 
take too long and they get red with anger, 
burst out of the bubble and chase after youl 
There's bonus fruit and special items to 
collect, plus special water and lightning 
bubbles to burst on some levels. 

The game is great fun to play on your 
own, but two-player games are even better 
with cooperation required to kill the 
monsters but also plenty of mad scrambles 
for the bonus items. 

The game's sequel. Rainbow Islands 
lacks a simultaneous two-player option but 
is just as playable. After defeating the evil 
Von Blubba in Bubble Bobble, Bub and Bob 
broke his spell to return to human form and 
subsequently built the beautiful Rainbow 
Islands. But Von Blubba has returned with 
a vengeance to wreck their paradise and 







I seven 

Each island consists of tour 
scrolling stages, filled war platforms and 
plenty of walking and flying nasties. These 
can be Wiled by hurting magic rainbows at 
them, or by jumping on a rainbow above 
them. Bub can also use multiple rainbows 
as stairways to climb up the screen — he 
must reach the top before a rising water 
level catches up with him. Every island has 
a different theme, ranging from the cutesy 
Toy Island to spooky Vampire Island, and a 
huge end-baddie to defeat There's also 
plenty ot items to collect Including seven 
different-coloured gems for a special 
bonus. 

A stunning conversion by Graftgold 
captured ail the cuteness of the coin-op 
with super-colourful cartoon graphics and a 
jolly soundtrack. And it plays as good as it 
looks — it's incredibly addictive. 

New Zealand Story \s another cutesy 
coin-op conversion, probably the cutest on 
the compilation. Tiki the fluffy little kiwi must 
rescue his kidnapped friends, one on each 
of 20 multidirectionally scrolling levels. Tiki 
can use his bow and arrow against hostile 
cutesy creatures including teddies on flying 
platforms which Tiki can steal. He can even 



beffle hVunr- 

and drowns! Of 
course, there's pten 
of points and power-up 
items to collect some 
hidden warp g and 
huge end-level oaddies 
to defeat Such variety 
in the gameplay and 
characterful graphics 
makes this a joy to 
Play v M J^^M 

Rainbow Islands Is the 
only title not to have already appeared on 
budget, but with two Gold Medals and a 
Sizzler this is a compilation of real quality 
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US Gold £17.99 cassette, £19.99 disk 

APCOM are one of three truly massive 
\l Japanese coin-op makers — the others 
being Taito and Sega. Starting with the 
otherwise banal Black Tiger, all recent 
CAPCOM coin-ops have used the CP 
graphics chip which has made possible 
some of the most spectacular, colourful and 
highly detailed graphics in the arcades. All 
eight games below used the chip, but 
some programming teams extracted the 
core gameplay to make for great C64 , 
conversions, others didn't... 

One ot the stars of the show, Ghouls 
AT Ghosts (96%. Issue 57) Is the very 
successful sequel to the classic Ghosts 
W Goblins. Yet again King Arthur dons 
his armour to rescue his beloved 
Princess Hus. Five incredibly varied and 
imaginative levels are filled to the brim 
with loads of different baddies trying to 
strip Arthur to his underwear and 




Another top-notch Software Creations 
conversion, LED Storm (94%, Issue 47) 
has you zooming through nine vertically 
scrolling levels at the wheel of futuristic 
sports car. Roadhogs get in your way and 
drain your energy on contact, but can be 
destroyed by jumping on them. You also 
need to jump to clear the occasional gaps 
in the sky-high road. It's a simple concept, 
but the fast-paced racing action is instantly 
addictive with lots ot nice touches including 
huge juggernauts and the frogs which grab 
onto your bumper to stop you 
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TEST DRIVE 2 — 
THE COLLECTION 

Accolade. £24.99 disk only 

An odd sort ot compilation this as 
there's only one game on it! The 
game is Test Drive 2. pitting the Ferrari 
F-40 against the Porsche 959 in an 
iilffg.il road race across nameless 




American states. The compilation brings 
together all lour data disks: both classic 
car and scenery disks, 

The Muscle Cars disk sees live 
legends roar back to lite from the '60s. 
while the Supercars gives you the 
chance to race the monster cars of the 
modern age, from Lamborghini 
Countach lo Lotus Turbo Fspril all 

with their own 
' ■» »i* » authentic facia. 

Bring these wild 
ride machines 
together with 
the California 
Challenge and 
European 
Challenge disks 
and you have 
enough 

combinations of 
cars and 
scenarios to 
satisfy any 
dieam car 
driver (even Phil 
Door Wobble' 
King) 



Thankfully The Collection is a disk- 
only product as a tape version would be 
a nightmare — the amount ot disk 
swapping to use the scenery and car 
disks is considerable. However, you can 
create a Play Disk on which favourite 
car and scenery data can be saved, this 
cuts down on a lot of swapping but the 
disk access is still heavy 

The original Test Drive didn't fare too 
well (46%, Issue 35) and isn't included, 
but Test Drive 2 got a respectable 77% 
(Issue 51 ) The presentation is slill first 
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SUPER SEGA 
VOLUME I 

US Gold £17.99 cassette, 
£19.99 disk 

Increasingly dominated by its 
Capcom and Sega licences, 
'Japanese Yen' seems a more 
appropriate name tor the US 
Gold these days! 



i 




Nevertheless the odd title 
does occasionally escape their 
cheque book, with Virgin's 
Golden Axe being the biggest 
hit ot all the conversions here. 
The men behind the code, 
Mark Kelly and Steve Crow 
(AKA Visual FX), shot to fame 
with Turbo Out Run and here 
aimed to revolutionize beai- 
em-ups as dramatically as 
race games. That's a tough 
task to take on considering 
C64 sprite limitations — putting 
a lot ot baddies on screen 
means you can't have nicely 
detailed sprite overlays and 
thus they end up looking very 
blocky, eg Shadow Warriors. 
Final Fight etc. 

Visual FX went in the 
opposite direction, going tor 
big, superbly detailed sprites 



animation. Add in fire-breathing 
dragons to ride on, glorious 
backdrops, great sonics and 
stunning presentation, well 'it's 
Gold Medal time' as Stu said at 
the time. 

The price of this audiovisual 
showcasing is the lack of a 
two-player mode and limitation 
that only one baddie can be on 
mam screen at a time. This 
means gameplay can be 
a bit repetitive, although 
the baddies are tairly 
varied and building up 
I magic — for some 

spectacular smart bomb 
FX — is good fun. 

The worst problem is 
that putting the game on 
i 1 | tape was left to some 

nameless duplicator and 
the multiload isn't incredibly 
friendly, although better than 
Turbo and this version at leasi 
won't lack level five — as the 
first batch did! 

Shinobi — also originally a 
Virgin game — takes the 
opposite approach to beat-'em- 
up action, although in truth it's 
more of a shoot 'em-up with 
shuriken rather than bullets or 
lasers. In this game there are 
no sprite overlays, but the 
graphics are so well done this 
isn't a problem with minimal 
blockiness and great end-level 





The rest of the games \ 
all originally published by 
Gold and by and large an 
workmanlike efforts whict 
unlike Axe certainly aren'' 
aiming to revolutionize 
anything. With Arc 
Developments Crackdoi 

conversion this isn't so m 
a problem The original ci 
gameplay was rather dati 
a split-screen variant on 
Gauntlet with two comma 
sneakin' n' shootin their 
around 16 varied levels 
planting bombs — and th 
version captured this 
reasonably well. Partici 
playable in two player i 
it earned 88% in issue 
although Phil's commc 
made clear his reservi 
Okay it doesn't 
look stunning, or 




jumping — waggle to shake them off! Not to 
mention the great presentation, parallax 
scrolling and another classic Follin 
soundtrack! 

Though also a Sizzler, Forgotten 
Worlds (93%, Issue 50) was surely vastly 
overrated by the then 22AP! crew. It's a 
decent enough conversion but not that 




class, the various cars are 
shown in some bnlliant side on 
pics and are slickly shown 
wheeling across the screen — 
it makes all that disk-swapping 
worthwhile 1 Unfortunately the 
actual racing element is a very 
workmanlike affair with slow 
screen update and a sluggish 
illusion of speed due lo slow- 
moving roadside ob|ects. To 
cap it all it's made rather dull il 
you opt for the slower top 
speed. Auto-shift gear option. 

Nowadays it seems 
technically rather dated, not coming out 
very well in any comparison with Super 
Monaco GPand Stunt Car Racer, but 
it's still rather playable. Although lacking 
graphical thrills, the game scores due to 
its emphasis on realistic driving with 
realistic gears, rear-view mirror, 
oncoming traffic, engine blow-outs and 
police cars handing out speeding 
tickets Add to this some of the most 
desirable cars in the world and you've 
got a fairly attractive package — even it 
the various scenery options don't make 




much difference. Once you've Ined out 
all the cars the tough, and rathet 
irritating gameplay could become 
ultimately discouraging, but setting new 
saved to disk race times lias some long 
term appeal. 

RECOMMENDATION; A good value 
for money compilation for the cat treak. 
Gamers more addicted to stunning 
graphics and brain blurring speed than 
eKOtic cars should approach with 
caution though. 
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. Kial. One or two players are armed with 
guns which can be rotated by holding down 
fire and left-Tight lo blast alien all-comers on 
six horizontally scrolling worlds. Zenny 
cotns can be collected to buy power-ups in 
one of the shops which occasionally 
appear. It's 9traighttorward no-nonsense 
blasting fare with the heavy attack waves 
marred by lots of flicker. 




Another mindless blast-em-up. UN 
Squadron (67%, Issue 70) similarly 
features horizontally scrolling, simultaneous 
two-player action. This time, though, the 
players are flying tiny fighter planes 
contending with an endless onslaught of 
military hardware. It's playable for a few 
goes, but soon gets 

repetitive. 



the next area. Certainly 
not the best of Capcom 
coin-ops it offers very little 
gameplay or graphical 
variety. 

By contrast Stridor is 
one of the most 
imaginative, spectacular 
and playable of the 

CAPCOM coin- 
ops. An athletic, 
cartwheeling 
hero flashes his 
laser sword 
through 
battlegrounds 
including 

downtown Moscow, the chilly 
Siberian wastes, a jungle scene 
populated by Amazon women 
and finally the battleship Ballog. 
Unfortunately Tiertex got their 
hands on the C64 conversion, 
throwing ninety percent of 
gameplay and graphics away to 
make a truly tedious game. Strider (42%, 
Issue 57). Two entire levels are missing, 
while the remaining levels lack the vast 
majority of the creatures and even simple 
soldier sprites rarely appear. If there were 
reasonable time limits you could complete 
it all on your first go; as they're not and 
collision detection is poor it might take you 
a bit longer, but why bother? This must 
rank as one of the most pointless arcade 
conversions of all time. 

Strider II (62%, 
Issue 69) is the only 
title here not based on 





Dynasty 
Wars (62%, Issue 63), on the 
other hand, is repetitive and boring from the 
word go. Crude gameplay has the horse- 
mounted hero fighting footsoldiers and 
other cavalry in Ancient China. Each ot 
eight levels consists of several single- 
screen combat zones where all the 
enemies must be destroyed to scroll onto 



a coln-op, with Tiertex having created their 
own original sequel. It doesn't bear 
serious comparison with the CAPCOM 
game, but is more suited to Tiertex's 
limited talents. Despite featuring blocky 
sprites and largely monochromatic 
backdrops it's marginally more playable 
than its C64 predecessor, although 
exploring the labyrinthine levels gets 
repetitive. The only innovations are the 
hero's laser gun and his end-level 
transformation into a sluggish armoured 
robot. 

Just as conventional, Last Duel (72%, 
Issue 49) is a standard vertically scrolling 
blaster with you controlling a car (which 
can leap over obstacles) and space fighter 
on alternate levels. Technically it's no 
great shakes with basic sound, blocky 
sprites and jerky scrolling, but it plays 
much better than it looks so it's not too 
bad at all I 

RECOMMEND- 
ATION: An awful 
lot of filler and only 
two really good 
titles, one of which 
[LED Storm) has 
already appeared 
on budget. Also, 
four of the titles 
(Ghouls N' 
Ghosts, LED 
Storm. Forgotten 
Worlds and 
Strider) were 
featured on the 
Platinum collection 
so think about this 
compilation before 
parting with your 
dosh. We warned 
you. 
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ACTION GAMES PACK 
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STAND-ALONE 

500 COMPUTER 



WITH 1Mb RAM 




NEW! CARTOON CLASSICS PACK 



HARDWARE: 

512K AMIGA 500 - £32999 

A52D TV M00ULAT0R ... FREE 
AMI RAM EXPANSION .... C94W 

SOFTWARE ■ ENTERTAINMENT 

BART SIMPSON £24 99 

WPT PLANE! A PlANETEERS .... £2599 

lemmings am 



MUST 16 NIGHTS FREE 
HOLIDAY ACCOMMODATION 



SOFTWARE - PRODUCTIVITY 

OELUXE PAINT III 

PLUS! FREE FROM SILICA 
ARCADE ACTION PACK 

PHOTON PAINT ZD 

TOTAL RRP: 



179.99 

E229.7B 
£8935 
£906.67 

YOU SAVE: £50767 



£399 

silica ma inc vu * frfe delivery 
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• 512K AMIGA £329.99 

• TV MODULATOR FREE 

• MOUSE CONTROLLER FREE 

PUB! • FREE FROM SILICA 

• ARCADE ACTION PACK £229.78 

• PHOTON PAINT 2.0 £89.95 

TOTAL RRP: £649.72 
YOU SAVE: £320.72 
SILICA PRICE: £329 
PLUS! FREE HOLIDAY ACCOMMODATION 




SILICA PRICE - INCLUDES VAT * FREE DELIVERY 




FROM SILICA 
WITH EVERY 





The new Arcade Action Games Pack is THE 
software compendium for Amiga owners, featuring 
ten lop titles with a variety of different types of 
games for you to enjoy. Each title is packaged In 
its own plastic case* with a colour sleeve and full 
instructions. The Arcade Action Pack is FREE! 
when you buy your Amiga 500 from Silica. 

(FREE!) _ £219.78 




\ COCCI PHOTON PAINT 2.0 
(FKCCi GRAPHICS PACKAGEj 

Every Amiga 500 from Silica Systems comes with a FREE 
Photon Paint 20 (RRP £89.95), one of the most advanced 
an packages available for the Amiga. With it, you will be 
able to harness the extraordinary graphics power of the 
Amiga and produce Inspirational 
pictures in minutes. With 4096 
colours . your ptctures will reach life* 
like appearance. These can be 
animated in real-time using a vast 
range of graphical effects, including 
blending colours and dithering, 
stencils, shadowing, * JJS^SL — 
contour mapping and CQQ DC 
surface mapping. iUvivV 




( COCCI « NIGHTS HOLIDAY 
[rKCCi HOTEL ACCOMMODATION 



Every Amiga from Silica comes with a FREE 72 page, lull 
colour brochure with accommodation vouchers. These 
vouchers entitle 2 people to stay up to 16 nights in one 
hotel (or any number of hotels to a total of 16 nights) with 
accommodation FREE (you 
could take up to six nights for 
four people, or other options). 
Choose from the 250 hotels 
featured in the catalogue. All 
you have to pay for are your 
meals (prices are listed in the 
brochure). Reduced rates in top 
London hotels and hotels in 
France are also featured 




(TOTAL FREE PACKAGE ) 

ARCADE ACTION PACK - £229.78: 

ASteriX - By Cokiel Vision £24.99 

Chess Player 2150 - By cp software .... £24.95 

Dfivin' Force - By Digital Magic £24.95 

Live & Let Die -By em* £19.99 

Onslaught - By Hewson £24.99 

Pipe Mania - By Empire Software £24.99 

Rick Dangerous - By Firebird £24.99 

ROCk 'n' ROll - By Rainbow Arts £19-99 

Skweek - By us gow £19.99 

Trivial Pursuit - By Domark £19.95 

ART PACKAGE - £89.95: 

Photon Paint 2.0 - By Microtiiusions £89.95 



FREE! 

WORTH 
NEARLY: 



TOTAL RRP: £319.73 



£320 



PLUS! FREE HOLIDAY ACCOMMODATION 



SILICA SYSTEMS OFFER YOU 



• FREE OVERNIGHT COURIER DELIVER* On ill hardware orders shipped »n the UK. 

• TECHNICAL SUPPORT HELPLINE: Team of Amiga lecfirwcal eiperts al your service 

• PRICE MATCH: We normally match competitors on a Same product - Same price basis 

• ESTABLISHED 12 YEARS: Proven track record in professional compute sales 

• BUSINESS * EDUCATION # GOVERNMENT: VWume discounts available for large orders 

• SHOWROOMS: Demonstration and training facilities at our London A Sldcup branches 
e THE FULL STOCK RANGE: AH of your Amiga requirements from one supplier 

• FREE CATALOGUES: MM be ma^ed to you with oilers and software/peripheral details 

• PAYMENT: By cash, cheque and ail major credit cards 

Bo*** you decide when lo buy your new Amiga computer, we suggest you think very carefully about 
WHERE you buy It. Consider what It wlH be Ilk* a lew months after buying youf Am»ga P when you may 
recuse additional peripherals or software, or help and aovtce with your new purchase And, win the 
company you buy from contact you wMft details of new products? Ai Silica Systems, we ensure (hat 
vou witt nave nothing to worry about We nave been established lor over 12 years and. wan our unrivall- 
ed experience and aiperltse. we can now claim ro meel our customers requirements with an understan- 
ding wrWcn it second lo none. But don't just take our word lor it. Complete and return the coupon now 
tor our Lalesr Free literature and begin to experience the "&>*ce Systems Service*'. 



Ho Lai* NiaN Opwwtq 



fa* hr. (Ml JOS HCft 
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LONDON SHOP: 5? Tottenham Court Road. London. W1P 0BA Tei 071-560 4000 
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LONDON (5ELFM0GES): 1st Floor. 369 Oiford Street London. W1A 1AB 
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SIDCUP SHOP: 
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1-4 The Mews. Hatherfey fld. Sidcup. Kent. DAK 4DX Tel 081-302 Mil 



To: Silica Systems, Pept ZAPW-l 291-60, 1 - 4 TNo Mews, Hathertey Rd, Sidcup, Kent, OA14 4DX 

1 1 PLEASE SEND FREE AMIGA COLOUR CATALOGUE | 
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Vivid 
Image 
might not 
be famed 
tor their 

prolificacy, but the games that they do produce 
are famous for their imagination and innovation. 
Hammerfisi and Time Machine both earned 
Sizxlers, but their third game — First Samurai — 
looks set to better even those high standards. 
PHIL KING goes 'back to the future' to find out 
more. 



Its title may well pay homage to Last 
Nmja I and //. which several Vivid Image 
people worked on. and First Samurafs 
plot also has a familiar ring with an Ancient 
Japanese hero travelling forward in time to 
pursue an evil villain. His destination isn't 
contemporary New York though; this hero 
surfers his tutureshock in 23231 It's a world 




• Despite the future setting. Matt Sneap's attractive backdrops 
retain a feel of Ancient Japan. 



populated by mutants and robots, quite a 
surprise for our Samurai hero who was a 
lowly tax inspector's assistant < l> . now 
determined to avenge his master's murder 
by the Demon King. 

Vivid Image's Mev Dine admits that the 
First Samurai name started out as a joke, 
But it grew on us and we realized it was a 

good title. We wanted 
to do another martial 
arts game, and as we 
couldn't really use a 
Nlnja again, we 
decided to have a 
new Samurai hero.' 

With the change of 
hero comes a change 
in perspective. Rather 
than isometric 3-D. 
First Samurai utilizes 
a side-on, 
multidirectional^ 
scrolling view with the 
athletic hero leaping 
around platforms and 
even climWng up and 
down waits. He also 
has a considerable 
number of martial 
arts moves at Mis 
disposal including 
several types of 
punch, high and 
flying kicks and the 
classic leg sweep. 

Killing the various 
energy-draining 
creatures that 
continually appear 
reveals their floating 
spirits which can be 
collected to boost the 
b6'o'*5 man"; power. 




through 
certain 
destructible 
walls and 
floors. In 
addition, special 
missile weapons 
can be thrown when 
• collected. 

With this multitude 
of moves you might 
expect a fiddly 
1 1 control system, 
1 1 something which Mev 
I was keen to avoid. 'We 

tried to make it easily 
accessible so anyone could 
just pick up the joystick and play. Both the 
Hammerfist and Ninja controls were a bit 
complicated.' 

First Samurai has been designed in 
conjunction with Raff {Cybernoio) Cecco. 
who is programming the Amiga version — 
the C64 is the only 8-bit machine to get a 
conversion. Mev explains, 'Initially the 
game design was so ambitious that we 
thought it would be too difficult to do any 8- 
bit versions. But later we realized the C64 
was still a good machine which could 
handle the scrolling and efficiently store the 
huge level maps. It's good at this sort of 
game.' 

WEALTH OF 
EXPERIENCE 

The C64 conversion is being handled by 
freelance programmer. Jon Williams. Based 
in the 'sunny seaside town' of Llttlehampton 
on the south coast, Jon is an industry 
veteran of some eight or nine years — he 
refuses to disclose his exact age ('It's such 
a long time since my birth'!), but claims to 
be between driving licence and bus pass 
eligibility'' He also denies allegations of 
programmers earning megabucks I don't 
know where these tug money rumours 
started, but they're certainly not true.' 
Asked whether he has a Ferrari in his 
garage, John laughs, 'No, just a pair of 
bicycle clips, And no. they're not gold- 
plated!' 

Jon began his programming career on 
the old Atari 800. with his first game 
Jetboot Jack. This was followed by several 
titles tor Commodore s ill-lated CI 6 when It 
first came out His subsequent 1986 C64 
debut, the medieval multi-eventer Knight 
Games. Sizzled back in Issue 17. After this 
came Olnk and a bnef excursion into 16-blt 
with Pyramex on the Amiga. 

More recent C64 credits include US 
Gold's Shadow Dancer and Elite's 
disappointing Last Battle — 'Although I was 
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counteract the loss of difficulty, the baddies 
materialize near the player rather than 
wandering onto the screen. One thing t 
wasn't prepared to compromise on was the 
size and number of levels. The map is 
huge, the same size as the Amiga's, in fact, 
with near enough the same layout. It's so 
big it takes me half an hour to explore when 
editing!" 

The sheer scale of the game 
necessitates the many regeneration points 
(where you restart when killed), and a 
multiload. Each of five loads will contain 
four "levels"; different sections of the overall 
map only accessible by solving special 
puzzles — as with the Last Ninja games, 
it's not just mindless beat-'em-up action. 
'It's basically an arcade game but with the 
addition of a puzzle element. You have to 
search around to find the magical objects 
needed to overcome hazards at the end of 
each section.' 

With the right magical objects collected, a 
powerful Wizard-Mage can be summoned 
to help you. For instance, at the end of the 
first level he builds a bridge to allow you to 
traverse a waterfall. Once you've done this, 
however, it's not all over. You must also 
defeat an end-of-level baddie such as a 
dragon snake, metal skeleton Samurai or 
large metal spider. 

Despite its future setting, the game 
retains the feel of Feudal Japan with 
Oriental buildings, trees and animated 
waterfalls which the hero can walk behind 

• You need the special magical objects 
to get past the volcanic lava. 



• I T 4 ■ 



• The agile hero can easily climb up walls 
explores the vast levels 



• Ducking to avoid the flames, the Samurai finds a chest — opened by hacking It 
with his impressive sword and containing magical bonuses. 

in an impressive 3-D effect— It wasn't too 
difficult to achieve, though I had to put 
some thought into the placement of the 
items, and I think it adds that extra bit of 
finish.' 

DISTANT RELATIONS 

The graphics are being done by Matt 
Sneap who lives hundreds of miles away In 
Derbyshire. In fact. Jon has met his 
partner only a handful ol times, but 
doesn't find long distance collaboration 
a problem. It's fine as long as you work 
with professionals, and Matt certainly 
knows what he's doing,' 

Matt is another man who won't 
reveal his exact age ('It's a lot less than 
Jon — I'm young enough to be his 
grandsonl ). and has been in the 
industry for seven years. He started his 
career as a programmer, working on 
several 'unmentionable' titles plus 
Mission Impossibubbfe (on Hewson's 
as well as performing athletic leaps as he 




• Look out for thai pink batl Hit him! Go 
on! Stop looking at alt the pretty trees! 

4th Dimension compilation), before 
specializing as a graphic artist. He now 
works for Eurocom, a Nintendo 
development company, and has created 
the graphics tor NES titles such as Elite, 
Magician and John Smith Special Agent. 

For First Samurai he's using a special 
graphics editor created by Vivid Image's 
John Twiddy — 'It's bloody awful! No. only 
kidding, it's really good.' Graphics are first 
created on the Atari ST and PC, before 
being ported down to the C64 for further 
tweaking. 

Matt has had little trouble recreating Raff 
Cecco's dazzling Amiga graphics. The 
hero, In particular, is superbly animated 
with a multitude of impressive moves — 
especially the sword swings complete with 
blur lines. 

End of level baddies were also easily 
convened. 'They weren't a problom as 
they're not huge on the Amiga. The metal 
spider uses three sprites, as does the 
Samurai. The main problem has been 
cramming everything from the Amiga game 
Into the C64 character set. Level 1 was 
particularly bad. putting characters all over 
the place. But it was Jon who really had to 
sort that out He's not so bad tor an old 




First Samurai will be published 
by Imogeworks for £10.99 and 
£1 2.99 sometime before Xmas 
— the precise release date Is still 
undecided! 




You must have already noticed that Zzap! 
is the best magazine on the planet for red 
hot C64 news, views and reviews. 

If you're getting an Amiga this Christmas 
or are even just considering an upgrade, 
there's a magazine you just cant afford to 
miss. 

Every month AC is packed with the most 
interesting features, the most radical game 
reviews, the most up to the minute Amiga 
news and the most crucial CoverDisk. 

The fun and excitement of your C64 is an 
ideal companion for the sheer power of 
the Amiga. 

Now with Zzap! and AC you can enjoy the 
best of both worlds - every month. 
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The Scorelord dressed Phil In a fairy costume 
of the Christmas tree at gunpoint. 

The fishbowl-headed one is also carrying on with his hosepipe attacks. 
Remember last month I revealed that Scorelord was responsible for the 
rain?. Well, we now have photographic proof that shortly afterwards he 
purchased five tons of curry powder, so expect hurricane force winds 
very soon (now that is depressing news). And now without further ado 
we open hailing frequencies and go where no man has gone before. 



t gunpoint. 

one is also carrying on with his hosepipe attacks. 
I revealed that Scorelord was responsible for the 



ULTIMATE MUSIC 
HACK II 



Here are the rest of 
for the Ultimate mus 
issue. 



data lines 




CYBERNOID (Hewson) 

100 DATA 

0,1,0.1.0.1.0.1.0,0.174,6.17' 

CYBERNOID II (Y 

100 DATA 

0.1.0,1.0.1,0,1.0.32.166,: 
NINJA (Mastertronlc) 
100 DATA 

0.0.0.0.0,0.0,0.0,0,200,6,200,169.0 
HUMAN RACE (Mastertronlc) 
100 DATA 

0.0,1,1,2.2.3,3.4.28,177.6.160.169,0 
MOONSHADOW (Idea) 
100 DATA 

0,1 ,2,3,0,1 ,2,3.0.1 .0.40,6,40,1 69,0 



EXILE 

(Audiogenic) 

Thanks go to the Gary at Audiogenic 
for these handy Exile tips to get you 
started, more will follow soon (fingers 
crossed). 

When you play Exile, you arrive on the 
planet Phoebus weaponless and itemless. 
The first collectable objects are grenades. 
These behave just as you would expect... 
when you drop or throw a grenade it 
counts down for a few seconds with a 
suitably alarming sound effect, and then 
explodes violently. The manual that is 
supplied with the game suggests you 
collect one grenade and use it to blast 
through the hatch into the underground 
labyrinth. You can, in fact, collect several 
before venturing underground. 

The first grenade (the one mentioned in 
the manual) is on the surface of Phoebus. 



NINJA SPIRIT (Actlvlslon) 

100 DATA 

0,1,2,3,4.5.6.7.8,230,164.67.165.169,0 
ARMALYTE (Thalamus) 
100 DATA 

0,1,2,3,0,1.2.3.0,1.0.192,89,192.169,3 
DRAGON BREED (Actlvlslon) 
100 DATA 

0.1,2.3.4,5,6.5,4.56.88,151.88.169,4 
ALTERED BEAST (Actlvlslon) 
100 DATA 

0.1.2,3,4.5.0.1,2.0.224,90.224,169.0 
SNARE (Thalamus) 
100 DATA 

0.1.2,3.4,3,2,1.0,205,39.42,40.169,0 
APB (Domark) 
1 00 DATA 

0,1,2.3,4,5,6,7,0.139,238,178,239,169,0 
STORMLORD II (Hewson) 
100 DATA 

1,2,3,4,5.4,3,2,1,159,173.162,173,169.1 
MIDNIGHT RESISTANCE (Ocean) 

100 DATA 0,6,12,18,24,30,36,42, 



near the green flapping bird. DON'T PICK 
IT UP!!, use the cursor down key to look 
deeper below the surface. You will see 
another grenade precariously balanced on 
a slope, which leads down to the windy 
shaft. This is an outlet for the strong 
current of gasses expelled from the bowels 
of the planet far below. Knock the first 
grenade so that it drops down through the 
narrow gap. With any luck it will dislodge 
the other grenade, they will then both roll 
down the slope and get caught in the 
updraft that lifts them to the surface. 

You can now catch them as they are 
tossed up and down in the turbulent wind 
from the shaft. Like any experiment you 
may need to attempt this more than once 
before both grenades are ejected. Now go 
to the left, under the derelict spaceship 
Pericles. Notice that you can fly up through 
the tubes, but the heavy cannon is 
blocking your path into the top cabin. If you 
let yourself drop right down onto the 



48,1 1 

226.162,48 
E-MOTION (US Gold) 
100 DATA 
0.1 ,2.0,1 ,2,0.1 ,2,0,224.9,224,169,0 
RICK DANGEROUS II (Firebird) 
100 DATA 

0,1 ,2,3.0,1 .2,3,0,140,99,81 ,93.169,0 
SUMMER CAMP (Thalamus) 
1 00 DATA 

0.1,2.3,4,3,2.1,0,147,119,6.120.169, 
BALL BLAST A (Zeppelin) 
100 DATA 0.1,2.0.1,2.0.1.2,11, 
227.92,227.169,0 
ZYBEX (Zeppelin) 
1 00 DATA 

0,1,2,3,4,0,1,2,3.219,196,0,192.169,0 
LAST NINJA 3 (System 3) — all levels 
load sequence 
1 00 DATA 

0,0,0.0,0,0.0.0,0.0,64.3,64.169.001 
LAST NINJA 3 (System 3) - Intro 
sequence 
100 DATA 

0,0,0,0,0,0,0.0.0.0.178.3.178.169,0 
RAMBO III (Ocean) 
100 DATA 

0,1 ,2,3,0.1 .2.3,0,1 ,0,224.224,224.162.0 
DALEY THOMPSON'S OLYMPIC 
CHALLENGE (Ocean) 
100 DATA 

0,1.2.3,4,5,6,5,4.0,224.106,224,162,6 
BATMAN - THE MOVIE (Ocean) 
1 00 DATA 

0,6,12.18,24,0,6,12.18.95,226,245,226,162 
.12 

UNTOUCHABLES (Ocean) 

100 DATA 



ground, you can thrust up and gain 
enough momentum to knock the cannon 
high enough for you to thrusi sideways into 
the room. There you will find a third 
grenade; pick it up and store it away. 

Fly around onto the top of the Pericles 
and you will find a weak steel hatch. You 
don't need to use a grenade to get through 
this, simply wait around. Eventually a 
meteorite will fall from space and smash 
through the hatch. There is a meteor 
shower every few minutes and the odd 
stray lump of rock could land at any time. 
Go in through the handy hole and you will 
find a fourth grenade. You will now have a 
full complement of grenades to proceed 
with. It should be pointed out that it is not 
always a good idea to pick up every 
grenade that you come across. You will 
soon have your pockets full and won't be 
able to pick up anything else. Leave some 
grenades lying around so that you can 
come back for them later. 
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Thanks to everyone who 
sent in tips for this 
oriental arcade 
adventure — they've all 
been combined to 
produce the following 
completeOsh) solution. 

LEVEL ONE 

The most important thing is 
to collect all the objects and 
weapons: a sword, nunchukas. smoke 
bomb, shuriken, pouch key and apple. 
When all the items have been collected, it's 
time to put the Dragon to sleep — that's the 
large lizard who frazzles the poor Ninja 
every time he tries to go past. To put pay to 
his pyromania. simply access the smoke 
bomb and lob it in the dragon's general 
direction. When the scaly blowtorch slumps 
to the floor, it can be safely passed. 



neck and find and collect 
the rose — but don't 
forget to use the glove, 
otherwise the Ninja hurts 
his hand and dies. When the 
Ninja comes to a large 
yellow statue, hold nothing 
but the talisman and pray. 



Firstly collect the claw at the lion's foot which 
is used to climb the cliff — hold nothing but 
the claw and push Ninja against the cliff face. 
Watch out for the crevasses — it takes a bit 
of practice to jump these safely. When you 
reach the wall, hold only the claw and walk 
backwards until the black-swathed hero 
clambers down like a monkey. Next, find and 
collect the glove and staff. To pass the fire- 
breathing statue at the end of the level, use 
the Ninja magic found near the glove. When 
the Ninja flashes, it's safe to go past. 

LEVEL THREE 

Get the talisman from around the statue's 



There are two items on this 
level: the rope, which is 
needed to climb the step 
ladder out, and an apple. It 
is possible to pass the spider, but it's best to 
use the map to find an alternative route. 
Use the staff (it has a longer reach) to hit the 
Skeletons. When the ladder is located, 
stand next to the lowermost rungs, and use 
the rope to escape. 

LEVEL FIVE 

Collect the apple and enter the palace using 
the key. Carry on walking through the 
palace until the large nail-wielding statue is 
found. Hold nothing and edge up against it. 
Keep moving right and forwards (very 
slowly) until the Ninja passes it. Don't 
casually stroll past, as the statue will kill you. 
The entrance to the stairway is protected by 
a disintegration spell, so a little Ninja magic 
has to be collected from a nearby boiling 
pot. When the last Ninja turns green, he can 
enter the stairway to... 

LEVEL SIX 

The final level is the best! First, find the 
telescope and look through it for a very 
pretty effect, then get back to the action. 
Collect the sleeping potion and find the 
room with many vases. Hold the rose and 
push against the final vase 
to open up a secret door. 

Continue down the 
passageway until the giant 
dog is encountered. Hold 
only the potion, move 
towards the dog and throw 
it when it attacks. A 




successful 
hit sees the 
dog coll- 
apse to the 
ground. If 

the bomb misses, beat a hasty retreat, re- 
enter the room and try again. The next 
hazard is the large statue with the bow and 
arrow. To pass safely, use 
the magic blood found on 
the floor (it looks 
like two 
misplaced 
pixels). 
Continue until 
you meet 
heavily armed 
Shogun. Use 





the staff, enter 
the room, bash 
the guard once 
and exit. Keep 
on doing this 
until he lies dead 
— the Ninja 
glows and is 
Transported to a 
mystery location 
where lieth the 

scrolls. Jump onto the central square in the 
middle of the room, use the pouch and pick 
up the scrolls. Watch the disappointing 
ending screen, and switch off the 
computer. 
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0.6,12,18,24,30,36,42,48.11.44,171,44,16 
2,0 

NEW ZEALAND STORY (Ocean) 

100 DATA 

0,6.1 2.18,24,30,36.42.48,99.1 1 0,249,1 1 0, 
162,0 

RENEGADE 3 (Ocean) 

100 DATA 

0,6.12.18,24.30.36,24,12,210.149.91,150, 
162.12 

RUN THE GAUNTLET (Ocean) — title 

screen 

100 DATA 0,6,0,6,0.6,0,6.0,0,144, 
£37,144.162,0 

RUN THE GAUNTLET — land sections 

1 00 DATA 0,6,0,6.0,6,0,6,0,21 5.93. 
105.94,162,6 

RUN THE GAUNTLET — water sections 

100 DATA 0,6.0.6,0,6,0,6,0.60.105. 
208,105,162,0 

RUN THE GAUNTLET — the hill 

100 DATA 

0.6,0,6,0,6,0,6,0.178.140,70.141,162.0 
WEC LE MANS (Ocean) 
100 DATA 

0,6,12,0.6,12.0,6,12,52.225.3.226,162,0 
ROBOCOP (Ocean) 
100 DATA 

0,6,12.18,24,18.12.6.0,128,36.79.37.162.0 
OPERATION WOLF (Ocean) 
100 DATA 

0,1,2.3,4.0,1,2.3.182.235.33,236.162.0 
VINDICATOR (Ocean) (part 1) 
100 DATA 

0,1.2,3,0,1,2,3,0,210,41,73,42,162,0 
DRAGON NINJA (Ocean) 
100 DATA 

0,6.12,18,0,6.12,18,0,118.224.72,225,162, 
0 

PLATOON (Ocean) 
100 DATA 

0,10.20.0,10,20.0.10.20,15,226,149,227,1 
60,0 

REVENGE OF DOH (Ocean) 
100 DATA 

0,10.20.30,40,50,40,20.10.15.141.219,14 
2,160,50 

BLACK LAMP (Firebird) 
100 DATA ^ 

0.1,2,3,4,3,1,2.0.144,94,84,95.162,0 
L.E.D. STORM (US Gold) 
100 DATA 

0.1.2.3,4,5,6,5,4,12,104,196,104,162.0 
PETER PACKRAT (Firebird) 
100 DATA ^ 
1,2,3,1,2,3.1.2,3,3,240,6.240,162,3 
BIONIC COMMANDO (US Gold) 
100 DATA k 
0,1,2,3,4,5,6.5,4.3.102,180,102,162,4 
PSYCHO PIGS UXB (US Gold) 
100 DATA 

0.1 ,2,3,4.5,4,3.2, 1 33.1 34,77. 1 55, 1 62.4 
GHOULS N' GHOSTS (US Gold) 
100 DATA 

0,1.2.3.4,5,6,4,5,83.97,52,98.162.0 
AGENT X II (Mastertronic) 
100 DATA 

0,1,2,0.1,2,3,3,2,0,104,165,104,162.0 
CJ-S ELEPHANT ANTICS (Code 
Masters) 

100 DATA ■ 
0.1,2,3.4.3,2.1,0.0.169,9,169.169.0 
WKEYE (Thalamus) 

5,6,5,4.90,123,152,123.162,0 
[ (Mastertronic) 
100 DATA 

0.1 ,2,0.1 .2,0.1 ,2,0,64,6,64,1 62,0 









i 







SCOUT (Mastertronic) 

100 DATA 

0,1.0.1,0,1.0,1,0,0,192,6.192,169,0 
GAPLUS (Mastertronic) 
1 00 DATA 

0,1 .2,3.4,3,2.1 ,0,32,234.38,234,169,0 
STORMLORD (Hewson) 
100 DATA 

0,1,2,3,0,1.2,3,2,1,155,170.161,170,169,0 
RASTERSCAN (Mastertronic) 
1 00 DATA 

0,0,0,0,0,0,0.0.0.176.159,175.149.169.0 
OUT OF THIS WORLD (Reaktor) 
100 DATA 

0,0,0,0,0,0,0,0,0,21 2,1 54,36,53, 1 69,0 
STRIKE (Mastertronic) 
100 DATA 

0.0,0,0,0,0,0.0,0,7,224.171,224,169,0 
STEEL (Hewson) 
100 DATA 

0,2,4,0,2,4,0,2,4,220,54,97.55.162,0 
SPELLCAST (Genesis) 
100 DATA 

0.1 ,2,0,1 ,2,0,1 ,2,1 ,1 60.19,160,1 69.2 
YOGI BEAR AND FRIENDS (Hl-Tec) 
100 DATA 

0,1,0,0,0,1,1,1.1.0,176,32.178,169.0 
OUT RUN (US Gold) 
100 DATA 

0,1 ,0,1 ,0,0.1 ,1 ,1 .25,1 78.105.1 76,169,0 
IKARI WARRIORS (Elite) 
100 DATA 

0,1,0.1,2,2,2.0,1.154.224,0,224,169.0 
R-TYPE (Actlvlsion) 
100 DATA 

0.1,2,0.1,2.0,1,2,43,105,0.104,169,0 
BEACH VOLLEY (Ocean) 
100 DATA 

0,1.2.3,0,1,2,3,0.155,35,152.35.160,0 
SHADOW WARRIORS (Ocean) 
1 00 DATA 0,1 ,2.0,1 ,2,0.1 ,2,0,24,6,24.1 69.0 
EXTREME (Digital Integration) 

100 DATA 0,2,2.2,2,2,2,2,2,0.175,32,177, 

169.2 

SPELLBOUND (Mastertronic) 

100 DATA 

0.1,2.0,1.2,0,1, 
2,0,224.18.224, 

169,0 

BLACK TIGER 
(US Gold) 

100 DATA 

0,1,2,3,2,1,0,1, 
3,0,224,9,224, 
169,0 

POWER DRIFT 
(Actlvlsion) 

100 DATA 
1,1,1.1,1,1,1,1, 
1,10,184,0.184. 
169.1 



COCK-UP 



Apology time again, 
Waz P pointed out 
that the Ocean 
Muttihack that I 
printed last month had 
a mistake in line 3. It 
should have read: 

3 FOR WA=384 TO 
411: READ Z: C=C+Z: 
POKE WA,Z: NEXT: 
if r. 



BACK TO THE 



(Mirrorsott) 

Even though there will be no more Back To 
The Future games. Mirrorsott themselves 
have sent me these handy tips. Many 
thanks go to the ever helpful Alison Stroud 
(I love ya lots, Ali). 

GAME ONE — THE BUCK 




1 . Pick up all the luggage that Clara has 
dropped from the back of her runaway buck 
board; luggage equals points (and what do 



MasterCard 




AMERICAN 
EXPRESS 



CBM 64 FULL PRICE 



RE 




CASS DSC 

3DC0NSTRUCTONWT I7S0 I7S0 

BARDS TALE 3 HA 1199 

BATTLEC*€SS NA 11.99 

BETRAYAL HA 1399 

BRIAN CLOUGH FOOTBALL F0RTUNES6 93 9» 

BUCK ROGERS N * 1750 

>0FKRYNN,__ HA.I7S0 

IDfTKTTVE ISl-MK 

■ BP.IME4 8.99..I099 

|4__ 7» 1099 

CRICKET CATAJH |DAK| 750... NA 

CURSE 0*A2lfi£ BONOS NA 17J» 




CYCLES 

dal* dome horse -aci% 

dayman 

oeath iwigmts 0* krynn 

diplomacy 

eh.yn huqhes soccer 

F 16 COMBAT™, 



NO 



FMM. BLOW BOXN3. 

FINAL FIGHT 

FUN SCHOOL 3 (US) 

FUN SCHOOL 3 iS-Ti 

FUN SCHOOL 3 (7.) 

GATEWAY FRCHTJEfi 

GOLDEN AXE 

GRAND PRW iC4H| 750...N* 

-aa 



jcw.sn. 

.7 JO. 

JUL 

.7,50 
.750 
'i; 39 
899 

b + w 



BB 

J*. 

NEW HA 
50 



.799 

10 99 
W 
'CM 
899 
13.99 
10.99 
M» 
129 
1299 
129S 
17J0 
id « 



BUDGET 



2 PLAYER SOCCER SQUAD 

2 PLAYER SUPER 

LEAGUE SOCCER 

* MOST SPORT 

(SOCCER BOSS ETC) 

< MOST WARZONE (ARMY 

MOVES IS ETC) 

1943 ' 

1943 STPf ETFIGHTER I 

B COMMANDO 

APB 

ACETII 

ACE OF ACES 

AFTERBURNER 

AIRWOLF__ 

ALTERED BEAST NEW 

AMERICAN 30 POOL 

ARKAHOI010R2 

n i n utMri^i ■ ■ ■■■hi^jhi t 

AUSTRALIAN RULES FOOTBALL 

BAAL (CASS OR DSC) 

BALLJSnX ___ 

BANGER RACER. 

BARBARIAN . 

BARBARIAN 2 

BATMAN THE CAPED 

CRUSADER 

BA*UAN THE MOWE_— 

BEACHHEAD 1S 24 

RAO MOSCOW 

& ODD MONEY 

BOMEUACK I OR 2 

THE BOXER 

BOLLDERDASH 4 

BOJOCHtAOS 

BOXING MANAGER 



-in 

399 

......499 



. NEW 



BUGGY BOY 

C J IN THE USA. 

CJ.S ELEPHANT ANTES 

CABAI 

CALIFORNIA GAMES 

CHAM'IOKSHIP GOLF 

CHEVY CHASE NEW 

CHUCKEEGG10R2 I 

CLAS$£ PUNTER 

ClASSC TRAINER 

COMMANDO 

CONWENTAL CIRCUS .._ 

COUNTY CRCXFT „ 

CRAZY CARS « 

CRICKET MASTER 

CUP FOOTBALL 

DALEY THOMPSONS OLYMPIC 
CHAD ' 

DALEY THOMPSONS DECATHLON 399 

DELTA 

DtZZYPANC 

THE DOUBLE 

DOUBLE DRAGON 
DPAGONMNJA 

rjficsTnwflBAU 



...2.99 
.2.99 
.399 
299 
399 
-399 
.399 
-399 
-299 
.399 
.399 
.399 
299 

.399 
-399 

...499 
-399 
-299 
3.99 
.2.99 
399 
399 
399 
299 
399 



..399 

399 

399 

399 
399 

299 
.299 

299 

299 

399 
..._399 

299 

399 



399 



...299 
399 
.399 
.299 



CASS DISC 

HERO DUES' DATA DSC WUCH.0FO.599 .799 

HIUSfAR _ _ HA 13.99 

I PLAY W SOCCER 7M 1099 

JACK NCKLAUS GCLF 7.50 1299 

jACK NOCLAUS COURSES VOL' ft * 
JACKNKKLAUSCWCCURStS ..HA 

JACK MCKLAUS HT COURSES. HA 

•OCX OFF 2 _ ZJM 

THE LAST BATTLE 750 

EAST NINJA 3 _ _. .9 99 12 99 

LOGICAL .750.1099 

LOTUS ES 3 RIT TURBO CHALLENGE. .750 

MANUTD. 750 

MAN JTD EUROPE 899 .1MB 

MERCS .49B.11.99 

MDWPOLY DELUXE 750 . .HA 

MULTI PLAYER SOCCER MANAGER 750 HA 

THE NATIONAL 750 . NA 

NAVY SEALS iCAR'ROOE CfiLVi . '999 <9S 

NINJA REMIX , __. 7.50-1099 

NORTH AND SOUTH 099 1199 

PANGiCARTPJDGEl 19.99 .1999 

POOL OF RADIANCE _ HA..I750 

R.B.I2 , 750.1299 

RED STORM RISING 10 99 1399 

PJCK DANGEROUS 2 750.1099 

R0BQ20NE _..NEW.75O..I099 

ROB0COP2 (CARTRIDGE ONLY) 1 9.99 1999 



FIGHTER PIOT 

FIRST PAST THE POST 

FOOTBALL CHAMPIONS 

FOOTBALL DtRECTOR 

FOOTBALLER OF THE YEAR 2 

FOOTBALLER Of THE 

YEAR 2 (DISK) 

FOOTBALL MANAGER ™ 

FOOTBALL MANAGER 2 

FOOTBALL MANAGER 2 
EXPANSION HT 

385B8Sfc= 

"UTUAOHNESIM? 

iOOMJMM— . 



— -299 

399 

3.99 

399 



599 

299 




299 

399 

299 

3.99 

299 



_3.99 



■■■ — 2.99 

2.99 

299 

399 

..._.NEW 399 

399 

399 



GARY l 

OOSWERS2 

GHOSTS AND GOBLINS 

GRAHAM GOOCH 

6PI0BXN2 

HAWKEYE 

HEROES Of THE LANCE 

HYPER SPORTS 

IJU 

1.0. , 

ICE HOCKEY 

IKAfltWARRORS 

MPOSSAMOLE 

IVO6SNIOl£0M NEW .599 

INDIANA JONES LAST CRUSADE 399 

INTERNATIONA: MANAGER 399 

INTERNATIONAL SOCCER 399 

JCCKYWILSCNSODUSEDUM 

DARTS 

KENNY DALGUSH SOCCER 

MANAGER 299 

KENTUCKY RACING 299 



299 



KCKOFf 

KHK8NAX 

LASTNHIA 

LEO STORM— 



LICENCE TO KU 

MACXLANDOCZY 

THE MATCH 

MATCHDAY2 

MEANMACHKE 

MENACE 

MENACE (DISC) 

MUM) CHASE 

MOONWALKER 

MOTORCYCLE WO 

NEW ZEALAND STORY ... 

ON THE BENCH 

OPERA-OS WOLF ... 

OUTRUN 

PAPERBOY 

PASSNGSHOT 



NLW 



-3.99 

-399 

--299 



.399 
.399 
.399 

399 
.399 

399 



399 

399 

399 



399 

399 



299 



399 



PITSTOP2 

POPEYE2 

POWERDRFT 

PROFESSONAl 
FOOTBALLER 



299 

_2» 

299 

NEW — 399 



ADVENTURE .'»ZY ETC! 399 



CASS 

ROW SMTXS IN* CFKXET 750 

ROOLANDS — 899 

RUGBY WORLD CUP- _ ..NEW. 750 

SCRABBLE. MONOPOLY 4 CUIEXO 1399 

SHADOW CANCER 4 99 

SHADOW WARRIOR 750 

SKULL 4 CROSSBONES NEW 7 50 
5PEEDBALL2 7.50 

SPORTING TRIANGLES 7.50. 

SIMCffY HA. 

STEALTH FIGHTER 10.99 

STRATEQO NEW .599. 

SUPER CARS 750. 

SUPER MONACO GRAND PRIX 750 

SUPREMACY— 1099 

SWAP NEW .750- 

SWTCHBlADE 750. 

SWTY 750. 

taw attack. 899 

tehmjnator2 new 750 

tony la russas baseball na 

total recall 750 

trivial pursuit 1099 

turbo charge new 8.99 

ultbiate golf ims 

VU 7.50.. 

WORLD CHAMPIONSHIP BOXK 7.50 

WORLD CHAMPIONSHIP SOCCER 7.56. 

WORLD CLASS RUGBY -750. 



OUATTRO ARCADE 

CUATTPO CARTOON iUTTLE PUFF 
CUA-TRC COH OPS (FAST FOOD 
GJATTRO SKILLS (WT RUGBY E 
RTYPE . 

RED HEAT 

RENEGADE 1 0R 3 

RETURN OF THE JEDI 



EMC 
..NA 
11.99 
'OS 
NA 
1199 
1099 
10.99 
10 99 
i:99 



IjW 

.799 



12.99 
13 9? 



'C.S 
1099 
■0 M 
1099 
1750 
1099 
1399 
M 99 

1099 
1099 
.899 



399 
399 
399 

.399 
299 
.399 
399 



299 
.399 
.199 
.399 
299 



RXK STAR ATE MY DUSTER 

RUGBY COACH (D|H| __. 

RUGBY MANAGER 

IMASTERTTOBCI 

RUNNNQMAN 

SABOTEUR! OR 2 _ 

SALAMANDER 

SAM FOX , 

SCD06Y ZOO AND SCSAWV DOO-3 99 

SHINOBI_..__ 

SILKWORM ____ 

SKY HIGH STUNTMAN NEW 

SL-GHTLYMAfflC 3.99 

SNOOKER MANAGEMENT- 3 99 

SOCCER DIRECTOR 299 

SOCCER Q 399 

SOCCER 7 3.99 

SOCCER RIVALS MEW 399 

SOCCER STAR 3.99 

MS M TRANSYLVAftt __3» 

SPY HUNTER 299 

STACK UP 

STAR WARS „,„_ 



STEVE DAVIS SNOOKER 399 

STRIKER 3S9 

STI1KER MANAGER 299 

STRIP POKER 2 299 

jUMVERGWEs .299 

SUPERNJDGEStt 199 

TARGET RENEGADE 396 

TETBS 299 

THOMAS THE TANK ENGINE 2 99 

THUNDERBLADE 399 

TCOBN 399 

TOPGUN 399 

TRACKS.'" MANAGER 299 

TRAPDOOR II? 299 

TREASURE ISLAND DG7Y 350 

TREBLE CHAMPIONS 499 

TURBO OUTRUN 399 

TURRCAN NEW .399 

THE UNTOUCHABLES 399 

WACKY OARTS _399 

WECLEMANS 399 

WEMBLEY (^YHOUNDS 399 

WBBALL 390 

WONDEWOY 499 

WORLD CLASS LEAOERBOARD. 

LfADEPROAffl* TOURNAMENT.. 499 

XY80TS 399 

YOGI AND THE 

GREED MONSTER 299 

YOGI BEARS GREAT ESCAPE 2 99 



COMPILATIONS 



SILENT SERVICE. CAl 
GUNSHIP. 947 THUNDERBOLT 4 Fl 5 
STRIKE EAGLE 
CASS 1 1 99 DISC 1 3.99 



GOLDEN AXE. ES.WAI., SHNOBI. 
SUFf R MONACO G.P. & OLaOXDOVVN 
CASS 1 2.99 DISC 13.99 



INTERNTKDNAL 3-D TENNIS, ITALY 1 990 
CRAZY CARS 2 & AJR6OURNE RANGER 
CAS5n.99CtSC 13.99 

CAPCOM COLLI CTION 

STMDER I AND 2, GHOULS N GHOSTS, 
FORGOTTON WORLDS, 

U.N.SQUADRON, DYNASTY WARS. LED 
STORM 4 LAST DUEL 
CASS 12 99 DISC 13 99 



SCRABBLE DELUXE, DELUXE MONOFOlY. 
RISK & CLUEDO MASTER DETECTIVE 
CASS 11.99 



TEENAGE MUTANT HERO TURTLES, 
GREMLINS 2. BACK TO THE FUTURE 5 4 
DAYS Of THUNDER. 
CASS 10.99 DISC 13.99 

J AMU BOND CO LI CTION 

SPY WHO LOVED ME. IKZENEC TO KJU 
4 UVE AND LET DIE 
CASS 8.99 DISC 1 3.99 



_WORLD CLASS IEADERBOARD. PRO 
TENNIS TOUR, CONTINENTAL ORCUS 4 
GA22AS SUPER SOCCER 
CASS 1 0.99 DISC 1399 

ADDICTED TO FUN 

BUBBLE BOBBIE. RAJNBW ISLAND & 
NEW ZEALAND STORY 
CASS 7 50 DEC 1 0.99 



MANNA 

couicnoN 

YOGI'S GREAT ESCAPE, HONG KONG 
PHOOEY, RUFF AND READY 4 BEVERLEY 

CASS DISC 10.99 

VIRTUAL WORLDS 

TOTAL EOJPSE, CASTLE MASTER 4 THE 
CRYPT 

CASS 1099 DISC 13.99 

TUT DRIVI X COLLECTION 

TEST DRIVE 2JTHE DUEL]. MUSCLECARS, 
EUROPEON CHALLENGE, SUPER CAPS 4 
CAUFORMA CHALLENGE 
DISC ONLY 1 7.50 



INTERNATIONAL KARTE, BOLADERDASH, 
WHO DARES WHS 2 4 NEXUS 
CASS 3.99 
PHAMTASIE 

PHANTaSIE. PHANTASt 3 4 WIZARDS 
CROWN 
DISC ONLY 1750 



WNBOW ISLANDS. ALTERED BEAST. X- 
OUT, TURRKZAN 4 CHASE HQ. 
CASS 11.99 DISC 13.99 

TTI TV SHOWTIME 

KRYPTON FAOOR, BULL5EYE. BOB'S 
FULL HOUSE 4 EVERY SECOND 
COLI-JTS. 



CASS 7 50 



COLLECTION 

FUMBCS QUEST, LAST NHJA 1 4 % 
MYTH. DOMWATOR 4 INTERNATIONAL 
KARATE 
CASS 1 1 .99 DISC 1 3.99 

FISTS OF FUBY 

DOUBLE DRAGON 2, SHNOBI, 
DYNAMITE DUX 4 NINJA WARRIORS 
CASS 1099 DOC 17 50 



TrtJNDERBLADE, LED. STORM, 
BLASTERCXDS. IMPOSSIBLE MISSION 2 4 
INDIANA JONES 
CASS 5.50 



BACK, XEVICWS NORTHS! AP. ZYNAPS 
4TRANTC* 
DISC ONLY 5 50 

COIN Of* HITS 

OUTRUN, THUNDERBLADE, ROAD 
BLASTERS. SPY HUNTER & wONIC 
COMMANDO 
DtSC 5 50 



TURBO OUTRUN. CHASE HQ 
POWERCWFT 4 HARD DRMN 

CASS 10.99 



-I COLLECTION 

ROBOCOP INDIANA JONES IAST 
CRUSADE. BATMAN THE MOW & 
GHOSTBUSTERS 2 
CASS 10.99 DISC 13.99 



DIZZY, 'AST FOOO, FANTASY WORLD 
DIZZY , TPFASUPf: ISLAND DOZY 4 
MAGKZlAND DIZZY 
CASS 7 50 



BUGC 



nvf ArJP 
LAR 

SiHclwG 
MAD 

CASS 5 50 DISC 7.50 




TOT. 

'I WARRIORS 4 1 
LAJR 
OISCONLY3 99 

T.N.T. 

HARD DPIVIN TOOBIN, DRAGON SPIRIT, 
XYBOT4A.8. 
CASS ONLY5 50 



DATA RECORDER 
REPLACEMENT 

CASSETTE DECK FOR 
THE CBM 64 GREAT 
VALUE 
AT 29.99 INC POSTAGE 

MPS 1230 



120C.P.S. N.L.Q. 
FRICTION/TRACTOR FEED 
PARALLEL/SERIAL 149.99 
INC. POSTAGE 



NEW BACK CATAI.O(iUE 



B.CS QUEST FOR TIRES NEW 

BACK TO THE FUTURES NEW 

BOJLDEPOASHU2 , 

CORRUPTION ADENTURE 



ITALY 1990rWflNE!tS EDTON) 399 

KBi/Y DALGUSH SOCCER MATCH 2.99 

M-JNCHER 



NiVJAWARRIOflS. 



C(DlSCORCASS)l£W U 

DAYS OF THUNDER NEW___ U 

DEFLECTOR (DISC ONLY) NEW 

DYNASTY WARS - 3.99 

EDO THE DUCK NEW 3.99 

ESCAPE -PLANET ROBOT 

MONSTERS 3.99 

GALAXY F0RC£_ 299 

GHOSTBUSTERS 2 



HAT E. (DISC OR CASS) NEW. 2.99 

HEAVY METAL * FREE BEACH-HEAD 3.99 



399 

399 

OVERLANDER (DISC ONLY) 299 

QUEDEX SPECIAL OFFER 050 

RAINBOW WWFBOfl __299 

SHOOT EM UP 

CClNSTRLCRONKfT 4.99 

SKCODAZE _2JB 

SPYWHOLOVEOME NEW 399 

STUNT CAR NEW- 
SUPER SCRAMBLE S* 

(DISC ONLY) 

HIWCAN2 NEW 

KKL STREET (DSC ONLY] NEW 7 99 



...2.99 
.299 



CITY 



Unit 4, B.D.C., 21 Temple Street, Wolverhampton, WV2 4 AN. 
Tel: 0902 25304. Fax: 0902 712751 



CALL US ON: 24 HOUR CREDIT CARD HOTLINE 0902 25304 
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*D POOL ~ , -JJO 
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*rRCA*ORR* 
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7 00 



it SO 
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1*00 



SB 
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•ATTIC CHCSft 1 COT |_ — 
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iEACHW Xlgf^ - 

MASTBUBTEM — 

BLQQO M3NEY i 
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BUBBLE «OBM 

8U00MM_ 
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too 
~tjo 

TT40 
.TOO 

.»» 

n» 

AM 

*150 

ai w 

„__TJO 



CAOAVER 

CA&Avf R THE PAY OF.. ■■■ 

CAUFORmOAIttS 
CAPTAW PLANET 
CARRIER CQUM4NO 

QBMTDRHN^. 



f UJO 

W ^JH 

■t 1TJ0 

*. tooo 



OvLUPCWS OF KRVNN O MCOt 

charge of th lwmt brk3a06 

chess chaakw * its 

chuck roc* 



CLOLOMNOOOMa „ -JJI 

COtfWnOHTMfC* ROUE — — ft* 

COROLCf EUROPE — * }g 

CC003UBROR »- _~TJB 

CO*T)WWTAl ClRCUO - 

CRR>ETr» wra ... — , . n » 

OWCKETCA^TAJN — * 

CftulSEFORACORRttl ™ 

OALEVTHOi*BON»Oirl*»CCrtALl£NQC TOO 

DEATH mOHTBCrtCHYNH J1J0 

Ot FINDER OF THE CROHN 0 00 

fttH"** *"** 

WLU3tt BCftAB BU_^ , A| 

QBjftARO l ...~»~.»-~ 7,00 

C*5Nf ANOiATiON BfUOftO ■ B*» 

ormcm nbua — . -Jj; 

DjCKTAlES —~ - » r » 

elf ~— — — it* 

ELITE 17 *° 

EAr , a* 

EULYNKjQHr&IHT ftXXCER 

EUROPEAN SUPER HAOUf ~- ■ 1 7 « 

fc5j7!T7 ' — » mf mItji 

mCTTWEBOCUW J 1 M 

F1S3TR« EAGLE 2 (1 UtC» » W 

Fl« COMBAT P^OT » — ITJl 

F1| STEALTH FIGHTER - — — ttJM 

f 7* Rf TAiJATCfl ■ >17JB 

fACt CFiICi H»XVMAHAOCM(NT} NEW 1750 

fANTASr *ORlDDgZY tM ™ JW 

UNAi 1 SJ 

nNAl AMBTVC -» 

RJOHT THE INTRUDER * «» 

FUXX* 

FOOTBAtL MANAOCR 



, ., rm 

NEW 17Jt 

Ml 

17.BD 

J* 50 

~ 2t50 

h y AO 

ft to 



FOOTBALL CMiCTOR 2 <NEW VERSO* 1 ME<K 
FOOTBAAl MANAGER ? * EKPAW BI OW WT - ... „ _ 

FOOTOUEROf THfYEARt ~- 

FC*T APACHE «W 

FULL CONTACT^ , 

FUN SCHOOL * <u n »— 

FUN SCHOOL MVn 
FUN SCHOOL 4(7' 1 W>...m»i 

FUTURE BAb^ETBALL , 

- - ;MVE=i ECU'i -\ 

OAUWTLET 3 — 

OtlSHA.. ., 

m «TBUtnSRBl 



4 

1750 

Alt 

TOO 



NEW 

MJW, 

SKC^i OFFER. 



AXE 

GRAND NATCWAL 

GUNBOAT 

^ARP0^1»MfC»i 

mEMOVERKCElS 

*&*0 OUCBT — 

^ROUEST DATA DISC 
HERCC5 OF THE LANCE - 

HLL STREET SLICE 

HOVLYWOCC FCMIR ~- 

k*3=5E RACWG r«ANlPV>v 

HUNTER — ♦ — 

i PLAY 30 SOCCER. , 

■WORTAI 

MPQBt*vc<-E 

MP*R>UM 



\7 AO 
»7#0 
1710 

•n 

.7.00 

7M 

■ *r 50 

™ 7M 

«J0 
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iACKN>C»CLALrtuNLOJrrEOCLP**RT 'Q « 

JET SPECIAL OfFER 17SO 
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fOCK CFF * EXTRA TIME '»0 

ATCWCOTt -»■» >■■■!■ JH 

WC* OFF Z II MEOl «™ ■ ■■ ■ ■■ -„ 1 r AO 

KICK OFF 2 flETURN TO E tfOOPE TOO 
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AA> OFF 2 WINNING TACt^S f J» 

•00 QLOVEB . — , > 7 00 

4MVWGMDS 2 <*WORD PROCESSOR) pMI 



NEW 



KIVM BOUNTY 



t C\€5T 5 — 

LAST BATTLE 

LCVMV40S 

LVVANDKATR 

LTTTLI PUFF.„. ^ — - 

LO MBARD RAC RALLY , — . 

LORO OF TARINGS NEW 

LOTUB ESPRIT TURBO CHAllENOE 



LOTUS ESPRIT TURBO CHAUfHGE J 
M > 'Afi- l'L*T>-N 
MAGIC GARDEN 

MAN UNfTB 

MAN uTO EURC^ll 
MAUP1TY ISLAND 
MENS MACHINE 
MEGA TRAVELLERS 
Ufr.A-LO MANIA, r . 



27 00 
17 SO 
1750 
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J150 
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„H — ^1 W 

„J0W T7W 
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M NEW 50 

— 7J0 
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NAVY SCALE 

NEBULUtt —...17 50 

NEW ZEALAND STORY *~ 

MQHtmro S«CW.C*F(« .000 

NCffTU AMD SOUTH . — » > m -J Jf 

OPERATJON RTOLF — ^ ■■ .>^JJB 

OUTRLW ^ - ■ JJt 

niwiaifii NEW 1700 
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PAN2A Kt> BOXJNG ( i MEO) 
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KAYER MANAGER — 

POU OD RADtANCEii ME 0 ONLY) — , 

POPULOUB ^ NEW PRICE 
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POPULOUS NEW WORLD8 N€WP*tCE 

POPTTBOF CAU 
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PRO TENNIS TOUR I— ~»~~ — — — — ■ 

PRCOUOHT — „ ...— r**-**.... i i 

OlCST FOR GLORY t -^» ^» - 

UU ™ 

RVTYPE. ■ 7.00 

R-TYFtC NEW-17J0 

RAJRYlRPTYOOOOl-.^^^ Si 00 

RED HEAT - 7 00 

Rf Hf 0A0E LEOJON (1 MEO) — , — * 74 00 

RISE OF THE DRAOO* , — M » 

ROBMHOOO 17A0 



NEW 
N(W 



NEW 



T7S0 
1750 
17 50 
1760 

700 
1700 
21 AO 
-700 
1900 
. 700 
-7M 

,7Jft 

-£4 00 

7 M 



hoolt ranger 

PXXMArM 

rorkes drift— — 

RJJOffV WCOU CUP — 

0ULE5 OF tNOAOLMENT 

5COO0Y DOO AND t-CAPPV OOO 
BECRET -S.ASH lMf"l; 

StCRET OF SILVCR BLADES fl MEOJ 
SHADOW OF THE BEAST _ M -»*-~«- 

OHADOOTBOflQEPPR.. -~—< 

SHERMAN NU — 

SIOTOOBI^ ™ ~~ 

V'l IFFLEPACK CFE — 

&LFNT SEPVCE 2 w 

BLKWORM 

B«ClT> t WUtOUB -™ 

BBiarFARC TTECTU REi , »Jf 

SPA CTY ARCITECTURE 2 MO* 

AMAO AMD THE THRONE OF THE FALCCm 000 
SWORCI MEWPRCE 000 

SNYMK^SIUNTMAN — NEW 700 

SNOWBTIM ♦ BPECMLCTFIR 000 

BOCCER MATCH — NEW. 700 

BTTITIHWI I < — 1 7 J? 

VtNCiZZv rtCPLOB — — *750 

BPORTOfO TBOXMOlES U 

STEVE DAVIS SNOOKI* — 000 

STORM ACROSS EUROPE—.^—..—— — — BM 

flTRKE FLEET NEW 17 00 

QTRPtER MARAGTER * - ■ — — I7S0 

SUPER CAM ^ 7.00 

BUPPJl CARS L.^HHi^)Ht>«. I7S0 

SUPER MONACO GRANO PTO » „^-.. , t750 

surer off road pa:sr^ ^_ - nso 

SURER SPACE tMVAflBM^ — ~- NEW 1750 

SWAR IT JO 

SWI TChBlAOE TJS 

BQBTII OJM nr t __ LJ _,__ — ■ ,r,itr- . f t '7 a 

SWTV IT JO 

rttNAOE MUTANT Hf AO TURTLES ^00 

THEIR FINEST HOUR : J» J» 

THEIR FINEST MW0N6 1^ » 

THUNOERPLADC ■ 

THUNDER HAWK 71 50 

TTTAFBCBLMCF NW-7J0 

TO« M - ~ 17SO 

TOWER FRA — — — »T JO 

TREASURE ISLAND OgTrV-* ■ * 

THE 9iE CHAMPIONS ■ Ig 

TRIVIAL PURBUff.il- -.13.00 

T\iRBO OUTRUN —700 

TURF FORM SY^TtM ft (RAONO 0 FOOLS) OJ0 

TURRCAN -.„,^ — . 7 JO 

TURRCAN 2 SPECAL OFFER 

T V. SPORTS FOOTBALL ■ „ i ini i 

TYPHOON OF 3TEEL 1 1 MEGS SPECIAL OFFER 

UftlSV 1 11 iNW ^ 



LLTBrAB. 

UTOPIA 

WACKV DARTS 
WACKY RACCRS 
WAR20NE..«**— 
WATERLOO — 

WLO WHKLB, 

Wficte Of FURY 
ATONING TACT>d„ 
WORLO CLASS LtADERBOARO. 

WRIOCROCET. 

XSH0N J — 

ZO*< 10R70R5 



NEW 



Aft* 

170* 

7150 
71 50 
000 
000 

ISJI 



.17.60 
-700 
.7 00 
.700 
.7.00 
000 
000 



AMIGA COMPILATIONS 



MM £11.90 

GOLDEN AXE, E.S.WAT., SMftSOBi SUPEft 
MONACO G P. & CRACKDOWN 



trams BOMBER 




OF FLAME 



HINT HOOKS 



BARDS TALE ! 6ft 2 Oft J 

RUCK RA->MM.--m_- ^ 



champions of krynw 

colonels bequest. 

rOFCftlAOT.— 

CURSE OF AjfURE BONDS - 

DEATH KNIGHTS OF KRYNfJ 

DRAGONS OF FLAfcof 

aww — — — 

EYE OF B£HOl06W 

HE ROE 9 OF THE LANCE — 

HfROtS OLCST 

MLLS*AR ^- — 

TVDiANA JOt^ES THE ADVENTURE 

KJAJGS QUEST T Oft 2 OR 3 OR 4 Oft 5 
LARRY 1 OR 2 Oft 3 



500 

790 
799 



,.7.99 
-799 

iS2 

.74 



7.99 



809 



MANHUNT ER IN SAN FRANClCO ~ 8 99 

UK1KT A NO MAGIC 2 ~ 

POLICE QUEST 2 

POOL OF RADIANCE ,™ 7J 

OJWEST FRO GLORY 2 — 7.J 

SAVAGE EMPIRE 5 J 

SECRET Of THE SlVEft BLA06S — 7JB 

SPACE WOUES1 1 Oft 2 Oft 3 9M 

STARF LIGHT 1 0«2 ™ *00 

ULTMASOftB » tm 

WASTELAND ~ — MO 

QUEST FOR aUES HINT BOOK 1 . 14» 

HINTS AND TIPS FOft 40 TITLES UINCLUCN- 

CODE NAME ICEMAN > FUTURE WARS. HCAAO 0# 
SHADOW, B0D4ANA JONE& LOSUftl 1 SUIT LARRY 3 
LOOM. MANHUNTER 01 SAN FtWOCl$ra : POLlCEQUCST 



» CADAVER^Vf . IRON LORD S 
BLOOOWW 



EDMlL^rSx d"«PX)US 2. FALCOH 
MIDWINTER A TV SPORTS FOOTBALL 

CARCOM COLLI CTT ON 131. SO 

STRIOER T ANO 2 t GHOULS N GHOSTS* 
FORGOTTEN WORLDS. U N SQUADRON 
0YNASTY WRAS. LED STORM 4 LAST DUEL 

SCPJumE^ffi E* DELUXE WONOPOCY. RISK 
& CLUEDO MASTER DETECTIVE 



j BIJH PACK £31, 50 

INTERNATIONAL 3^> TENNIS. fTALY 1990. CRAZY 
CARS 2 & AIRBOURNE RANGER 

FAOVII PRIMIiR £11.90 

TEENAGE MUTANT HERO TURTLES. OREMUNS 
2. BACK TO THE FUTURE 2 S DAYS OF 
THUNDER 

MAGNETIC SC BOLLS £21 .50 

FTSK COflRUPTlCoN & GUILD OF THIEVES 

GRANDSTAND 111 .50 

WORLD CLASS LEADERBOARD, PRO TENNIS 
TOUR* CONTINENTAL CtCUS & GAZZA'S SUPER 



VlftrTVAL MMJTT VOl 1 HI. SO 

SENTINEL VTAUS. WEIRO DflCAMS 
RESOLUTION 101 B THLftND£RSTniK£ 

TL/OBrNfKA^DDRfVlN** AP B.. XYBOTS 4 
DRAGON SPIRIT. 

CARTOON COLLECTION 

£ 1 3 OS 

YOGTS GREAT ESCAPE, HONG KONG PHOOEY 
RUFF AND READY A BEVERLEY HILLS CATS 

ADDICTED TO FUN £13-90 

BUBBLE BOBBLE RAINBOW ISLANDS & NEW 
ZEALAND STORY. 

VWT1M1 WORLDS £11-50 

DRILLER. TOTLA ECLIPSE. THE CRYPT J 
CASTLE MASTER,, 

:OLLECT10N 1 11. SO 

TEST DftTVE 2 (THE DUEL), MUSCLECaRS 
EUROPEON CHALLENGE SUPER CARS & 
CALIFORNIA CHALLENGE 

111.30 

J NJCKLAUS GOLF AND CHAMPIONSHIP 
COURSES. CYCLES A POWERBOAT U S.A 

POWER UP 111.10 

RAINBOW ISLANDS. TUflfiiCAN, CHASE HO. X 
OUT A ALTERED BEAST 



CLASSIC 4 (ftUOIAJMAHCfl) £7.90 

tNVADERS, ASTER0*DS. GALAX ION 4 
CENTIPEDE 

JPORTINO WINNERS I 1 7.50 



DAVIS 



HI. 

CAUFORWA GAMES. THE GAMES WINTERS 
SUMMER EDITIONS 



t 114.09 

WINGS* LO 



T V, SPOflTS FOOTBALL. WINGS* LORDS OF THE 
RtSING SUN S T V. SPORTS BASKETBALL 



£17.50 

FOOTBALL MANAGER 2. MtCftOPROSE SOCCER. 
FOOTBALL MANAGER WORLD CUP EOfTXON & 
GAZZA S SUPER SOCCER 



VOL 1 £14.99 

fcOJDWINTER, CARRIER COMMAND, STUNT CAR 
RACER, STARGLIDER 2. 4 INTERNATIONAL 
SOCCER CHALLENGE 



£11*30 



CRUSAW 




AMIGA 1 /2 M 
EXPANSION WITH OR 
CLOCK 



3.5 inch — w« 
DOUBLE DENSITY WITH 
LABELS 



1 

10 
25 

40 PIECE 3 
80 PIECE 3 
120 



0.59 

5.50 
12.50 
1/2 DISC BOX 6.09 
1/2 DISC BOX 7.99 



ADVANCED MILITARY SYSTEM 29 » 

BATTLE STORM — — 29 » 

CD REMIX ICON DHtYEN COUUANDSi 2i 99 

(ALCON NB(__ MM 
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SWCfTY 

WRATH OF THE DEMON. . 
XENON 2 



mm 



new _aj 
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points make?). 

2. On the vertical section, pick up the 
discarded gun: this allows you to (ire three 
shots at a time. 

GAME TWO — THE 
SHOOTING GALLERY 

1 . You can shoot at stationary items as well 
as moving targets. 

2. Shoot at the difterent-coloured ducks for a 
special bonus. 

3. Don't shoot the granny as she will cost 
you 25,000 points. 



THROWING 

1 . Watch out for the special animations. 

2. When you have thrown a pie you can curve 
its direction by pulling on the joystick 

GAME FOUR — THE TRAIN 

1 . Make sure that you pick up all of the 
coloured logs 'cause if s the only way you'll hit 
the magic 88 mph. 

2. When you pick up a log make sure that you 
hold the joystick down until the screen 
flashes. 

3. Remember that smoke is hazardous to 
your health. 

TARGET RENEGADE 

(The Hit Squad) 

This Is a blrova oldie as it first appeared 
back In Issue 38. Credit for these 
wonderful tips goes to Jon Hopwood and 
Steven Baker from Maidenhead. 



This level is set in a multi-storey car park 
which consists of four floors. Firstly you must 
walk to the right, which requires that you 
dismount the bikers using a frying kick. Once 
you've kicked them off the bikes they'll 
proceed to attack you with fists and clubs. 
The rider takes five hits to destroy, whereas 
the others only take two hits. Use the club to 
break a few skulls. On floors 2 and 3, 
continually scroll from right to left without 
being attacked. Use this method when on 
floor 4; you're only required to defeat one 
biker and one man before answering the 
phone. 

l£VEL 2 

Here you are attacked by a streetwalker and 
a pimp with a walking stick and a gun (which 
fires only six bullets). Firstly attack the woman 
and deck her with three punches. After the 
pimp's bullets run out, move into him 
diagonally and lay into him with three duck 
punches. 

LEVEL 3 

Now come a vicious pair of skinheads: a large 
one who needs five hits to deck, and a 
smaller but deadlier one who needs six 
punches. Always attack the right-hand man 
first; do this and you will have little trouble 
reaching the phone in rjme. 

1MB 4 

The BeastJe Boys and their faithful mutts 
need to be removed quickly. The men take 
six hits and the dogs require three ducking 
punches before they head for doggie heaven. 
Be Warned!!, watch the timer as you go 
'cause speed is of the essence here. 



LEVELS 

Now eight bodyguards (but only two on the 
screen at one time, you'll be pleased to hear) 
attack you. Each are defeated by eight 
punches (a combination of high and duck 
punches). Finally Mr Big arrives and he 
requires 14 high punches to defeat, but watch 
out for his massive arm that will throttle you if 
you step too close. As long as you keep your 
distance you shouldn't have too much trouble 
in despatching him. When he is unconscious, 
sit back and enjoy the fab end sequence. 

RENEGADE 3 — 



(The Hit Squad) 

Issue 55 saw these stonking Renegade 3 
tips appear In the hallowed halls of ZZAP!. 
Many thanks go to Andrew Roberts from 
St Helens for sending them in. 



LEVEL ONE — 
THE STONE AGE 

Being the most difficult level, many people 
will have been measured up for a straitjacket 
by now, but never fear 'cos help is here. The 
safest way to dispose of the dragons is to 
low-punch them (they have a very nasty 
habit of biting your head off otherwise). This 
is also the best way to dispatch the Captain 
Caveman-style human inhabitants — kicking 
them usually results in a club over the 
bonce. Incidentally the club that Renegade 
can pick up doesn't have a use until Level 
Two, so you'll have to wait to crack a few 
heads open. Use the map to anticipate 
when you should climb up or down ladders, 
you'll waste valuable time if you fart around. 
Twelve enemies must be killed at both the 
end and the halfway point. 

LEVEL TWO — 
ANCIENT EGYPT 

Using the club from Level One will help you 
dispatch those 'dogs' a lot easier than with 




BOHANZAh 



As there are sod all 
tips this month from 
you lovable readers, 
I have filled up the 
space with these 
classic (and crusty) 
tips for games 
recently released on 
budget labels. 

THE 

UNTOUCHABLES 

(The Hit Squad) 

Here is a handy little tipette 
for all you naughty C64 
owners who waited until 
The Untouchables was 
available on budget before 
buying it. 

When the game has 
loaded and is going 
through its natty little credit 
sequence just type in 
TECHNIQUE. Now you 
can hit F5 for extra time 
and F7 for renewed 
energy. And as the icing 
on the cake; if you pause 
the game (F1) and hit the 
left arrow (not too hard 
now) you will advance to 
the next level. 

CABAL 

(The Hit Squad) 
Issue 61 saw these 
Cabal tips appear from 
Steven Kenyon from 
Wirral, worra hard dude 
he must be. 



1 . Shoot as many of 
|i the buildings as you 

can as they block 
your shots at 
attacking/hiding 
enemy. 

2. Shoot the enemy 
in the bottom... no, 

hang on that's not right... 
ah, shoot the enemy at the 
bottom of the screen as 
the bullets they fire need 
less time to get to you and 
can often trap you in a 
corner. 

3. Don't forget that you 
can shoot the enemy 
bullets. 

4. Try to pick up the 
bonuses straight away. 
The extra 200/300/400 
points are very useful if 
you want more lives. 

5. Collect special weapons 
straight away as their 
rapid fire removes 
buildings faster, giving 
you more breathing 
space. 

6. The grey uniformed 
soldiers can give a 
grenade or a special 
weapon. When one does, 
two men carrying a 
stretcher will appear. 
Shoot these and they will 
give you two grenades; 
collect them and shoot the 
stretcher bearers again 
before they disappear. 
You will be rewarded with 
another two grenades. 

7. Never stay in corners 
for too long; the soldiers 
have a habit of zeroing in 
on you. 

8. Don't waste grenades 
on buildings unless you 
really need to. If you opt 
to shoot in small bursts at 
every building rather than 



concentrating on one 
building at a time then a 
grenade may finish the 
job a lot quicker. 
9. Try not to get killed 
when the end-of-level 
guardians appear, 
otherwise your FOE meter 
will drop to zero and you'll 
have to start again. 

SHINOBI 

(Virgin) 

This listing was first 
tipped in Issue 57 and it 
gives you infinite Joe 
Musashi's (excuse me 
while I rearrange my 
teeth). Just type in the 
listing and follow the on- 
screen instructions. 

0 PRINT CHR$(147) 

1 FOR 1=304 TO 343: 
READ AS 

2L=ASC(LEFT(A$,1)): 
L=L-55: IF L 

3 R=ASC(RIGHT(A$.1)): 
R=R-55: IF R 
4V=(L"16)+R:C=C+V:P 
OKE l,V:NEXT 

5 IFC1 

6 PRINT "SAVE THE 
LISTING FOR FUTURE 
USE. OK??!!" 

7 PRINT: PRINT "TYPE 
SYS 304 TO START THE 
GAME" 

10 DATA 

20,56.F5.A9.40,8D,29,04. 
A9.01 

1 1 DATA 

8D.2A,04.4C.40.03,A9.AD 
,8D,75 

12 DATA 

08,A9.A0,8D,77.08.A9.1C, 
8D.78 

13 DATA 

08.4C.OD.08.00,00.00.00. 
00.00 



BATMAN VS. PREDATOR: 



A chillins story, available in two formats 
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SOVIET SECRETS 

Many people have 
been writing in, 
asking for help on 
adventure, RPG and 
strategy games. Well, 
just for you, here's 
Boris Myashirov with 
some top Trotslcyist 
tips. 

THE MAGIC CANDLE 

(Mfndcraft) 

Would I be waxing lyrical if I suggested 
that you take two wizards and as many 
chaps with money-making professions as 
possible? Probably. But would I risk 
getting on your wick if I then added that 
you should have your hunter hunt in the 
outdoors to increase his skill which will 
cut down dungeon ambushes? Yes? 
Hmm. What if I offered to quit with the 
candle puns? Right — next! 

DRAGON WARS 

(Interplay) 

If you must start with a new team take a 
look at the pre-generated lot. They have 
been carefully selected with well- 
implemented skill selection. Take note. 
For goodness sake do not, whatever you 
do, transfer characters from old Bard's 
Tale character disks. They will always be 
worse off in the new Dragon Wars 
scenario. 

NEUROMANCER 

(Electronic Arts) 

Anyone having problems with Greystoke 
(besides trying to stop him swinging 
through the trees — no, no, just a joke) 
should consider leaving him till later on in 
the game. You'll need the heavy duty 
Black & Deckers before he can be 
vanquished so just back off, OK? 

BARD'S TALE 3 

(Interplay) 

Inside the Ice Keep you'll find a slab on 
the floor which can only be opened by 
possessing three lenses. I tried a credit 
card but it didn't work. The lenses can be 
found in the three towers, each blocked 
by powerful magic wards which must be 
dispelled. Check out the diary in the hut. 
Apart from giving you a thorough 
lowdown on Skara Brae's bank holidays 
and when Tarjan, the Mad God. has his 
official birthday, it'll also give you a few 
hints on how to dispel the wards. The 
inscriptions on the walls next to the wails 
are also hints. Obscure, but hints all the 
same. 

TANGLED TALES 

(Origin) 

The final scenario can be a bit of a 



humdinger. To begin with, buy 
you can — leave the cookie. Keep 
open for rabbit traps too. There are 
of the blighters. Once each charac 
joined your party, at this time make 
you have a quick chat with them, 
horrible Devourer, don't bother layir 
the GBH as the guy is tough. In fact 
start to fight this unseemly character as 
you'll never get out alive. Flip through 
spell book instead, something may 
use. 



CURSE OF THE 
AZURE BONDS 

(SSI) 

Probably the best order tor removing the 
bonds is Tilverton (fire knives). Yulash 
(moander), Haptooth (dracanros), Zhentil 
Keep (Fzoui/Beholder) and Myth Drandor 
(Tyranthraxus). In Tilverton search the 
Thieves Guild before nipping into the 
sewers. Similarly for the Fire Knives 
hideout. In the Red Tower you don't 
to fight the dragons. Be nice to them 
well all they get is hassle, everyone 
needs a little love sometime. Visit the 
elven queen in Myth Drandor. She's in 
the crypt (don't ask). Keep an eye out for 
Rakshasa — the vagrant is in disguise. 
Buy a couple of magic missile wands 
from Zhentil Keep, then enter Yulash — 
avoid encounters initially but fight the 
shambling mounds by the cleric's body. 



just your fists. If you lost a life or missed the 
club, don't despair 'cause you can either high- 
punch or flying-kick them. The large mummies 
are easily killed (if you can kill a mummy), but 
their smaller counterparts are a right pain in the 
botty. Although it is possible to punch them as 
they jump up, also beware of dripping water 
(and acid). 




ULTIMA 6 

(Origin) 

You don't need to have all of the sf 
to finish the game. Most useful in 
general are Heal, Great Heal, Unlock 
Magic. Dispel Field. Fireball, Lightning 
Bolt, Detect Trap, Untrap, Telekinesis, 
Disable, Mass Invisibility, Vanish and 
Pickpocket. Explosion is handy if you 
don't feel like lugging powder kegs 
around. There are only four people who 
have spells for sale, and none of their 
spells overlap. So, when you find 
someone with spells, 'buy' in each circle 
to see what they have on offer for future 
reference. Also, check out the prices of 
their reagents, so you know who has 
what and for how much. 

Be careful when you drop things off for 
storage. It's tempting to use Lord British's 
Castle but too many items in the area 
can cause some to vanish, and may even 
prevent you from winning, if it's a unique 
object that disappears. Apparently, this is 
a pretty honest world and anything you 
leave in town will always be there when 
you return. So don't be afraid to cache a 
few things in Britain or Jhelom or 
wherever. Just remember where you 
stored the stuff! 

Never bury a moonstonel You may be 
inclined to put a few in places that can't 
be reached with the Orb (such as 
Buccaneer's Den), but don't do it! At the 
end of the game you must you must have 
all eight stones together. If any are buried 
you will have to wait until both moons are 
down before you can retrieve the stone. 



Most of the enemy troops here take 3 or 4 hits 
to kill. It is best to use a flying kick on the Knight 
and low-punch the jesters. The dragons can be 
killed with three high punches. And if you come 
up against a seemingly impassable wall, kill 14 
or so enemy soldiers and it will lower (ifs a 
drawbridge dummy). The Knights on the hobby 
horses can't be killed, you have been warned. 

UEVBL FOUR — 
THE SPACESHIP 

There's a nice soundtrack this level, but you 
want to get through the game, don't you? So. 
remember to avoid the large electricity cables 
and jump over the smaller ones. Also use the 
teleporters to your advantage. The hardest 
enemy here is the large droid, but not if you 
fiying-kick it. The mutant may also pose a few 
problems, if so you should high-punch it. At the 
end of the level everything will stop, don't panic 
because the game hasn't crashed it's just your 
girlie come to rescue you in a time machine. 




of this pile of waffle and help an 
aged journalist earn an honest 
crust (whinge, whine, moan). 

Right, enough of the self pity, I 
would appreciate any tips, 
listings or maps that you 
industrious people can supply. 
Especially on Hudson Hawk, 
Terminator 2 — Judgment Day, 
Rodland and a more in-depth 
solution for Exile. Also would 
Wax Pilkington please either 
give me a ring or write to me?, I 
appreciate his input to the tips 
page but don't possess either his 
phone number or address. And to 
add a little incentive there are 
two £40 prizes being offered for 
the best efforts, plus another 
£40 set aside for a maps. Also, 
as stated before. If any reader 
has an Inquiry please feel free to 
write to me — unfortunately I 
don't usually have the time to 
answer phone calls. The address 
to write to with your hard work 
(or queries) i»» a* always. It's 
Corky, ZZAP!, Europress Impact 
Ltd, Ludlow, Shropshire, SY8 
1 JW. So until next month 'Happy 



NEW for XMAS 
A super stocking fill*? 
for AMIGA. ST & PC 

SPEUBOUtM 



The exciting 
arcade-type 
venture game 
with a difference. 

NoviDec 




Count and Add 

A great new title featuring Shades, 
brilliant graphics, sound and speech* 
Brings even higher standards 
to educational software. 

moarPC*. AldtQA and 57 

Count and Add is the ideal first 
maths program (or the under 7s. 

^ . . . a very well put together package 99 

ST FORMAT 92% Hoorn, & H*nr«<t* 

£6 the screens and animations are beautifully drawn ...99 

children simply loved playing ,« PC TODAY Hoomy & H^mn* 




Fun with Numbers 



aja* This program is great fun and has great potential lor work m any language 
I thoroughly recommend it 99 TSros Educational Supplement 

M . . , an excellent parent/teacher facility 
which sets it aside from the competition 

ST FORMAT Hoormy hv Horvwtta 

An amusmg and well designed program which 
takes the pain out of arithmetic 99 

CU AMIGA Hoormy tor H#vm» 

M t-it&racy begins by recognising visual relationships 
between different shapes and colours and this 
program (s one of the best I have seen in that 
respect. An excellent buy for toddlers 99 
AMIGA FORMAT 90% m- s u*tn 





From Harrocfe, Mnobyte, Selfridges, Sica Shcp, 
Virgin and good software shops eveiywtiere.,. 
Ask your dealer for a FREE ccfour brodiure or call 
us now to order direct 

LANDER SOFTWARE 

74 Victoria Crescent Road, Glasgow G12 9JN UK 
Tel + 44 (0)41 357 1659 Fax ♦ 44 (0}41 357 5034 



riding name of SctHtnder Ltd 




PRICE 
BUSTER 



READ THIS! 



AMAZING OFFER 

Sa4act any two gamaa from tha Halt frtlow at discount prtca, la. 
£2.99 + C2,99 not £5,90 but C5.60 
C2 99 * £3.99 not £0.98 but £6.50 
£3.99 + £3.90 not C7 96 but £7.40 



BUDGET 

ArrertJiyw t 399 

MM B&*Jt _Naw . 3 99 

APB 

ArtujriotJ - flavenge of Don 3 » 

Atom Art. ■_ nrL^Z 2 99 

Bartwnw>2 .3 99 

■ Bajjnsjn ■ Tha Move .Now 3 *9 

Biawg Thunder A 99 

BubbloBobbb 3 99 

1 1 C J i Eiecftanl Anact 3 99 

■ CJ. ailhe USA. Haw .3 M 

Cabal 3 99 

CeJHorraa Qamai M 

C a vamenia - — ~ ■ ♦ 3 99 

C*ovy ChaAe Haw .399 

fiwioHQ . .Naw ,3« 

Omk Pl^iw i 296 

Caatc Traji**/ , SL99 

Crtefcat Captain . , . 

CAM Maaiar 3.99 

Oaia n danotthaEartti 399 

[toy Perm—,™.-™ 3.99 

Doufre Oagon 2M 

DranonNtrp HHI .3 99 

Drafl^ Spin N«* 3.93 

Euro Boas ■ ■ >LI -.i. l 299 

Fantasy Wond Daiy 3 99 

Fan Food 3 99 

Figrti»rPttot 3 99 

FoottMlloi o**aYear 399 

Ffu4MacNna)2- 3» 

Gaunrtat 2.™_,._™_3 99 

Qmfcaj w<na , 

Gjiostuufitws Ji 3 99 

Gtzot ^ — 3 99 

Guardian Angel . 3 99 

Haroaiol tha Lance Naw . 3 99 

Hcfjgcftln ™„™ £40 

Hong Kong Phooyy. 299 

Indiana Jon** 4 Tha last 

Crusade Now 3 99 

"nHrchfl/V© ♦ 2 99 

Kamfcaie 3 99 

Last Dual 399 

UcenoaToKMt 3 99 

Maj»ctatfDlar 399 

IftsenMatftn*. Now 399 

UoOd HOI - 9 Ttkt . 4 50 

UajmlChajaa^ Now 399 

Ug29Sov«i Ficrter 399 

UoonwaJKar Now . 3 99 

Utopian 6*0 500 Now 3.99 

Wbmm»< 1 „ ~ 4 99 

l*jlbml*2 1 , .-...499 

MuWmta3. — ™™ 4 99 

Now ZooJand Story Now .499 
QP«ra»n T^roVboKNow 3 99 

Opamt»*Wc* ,^„^ 3 99 

Outrun,^,-,,.. 3» 

Pooofbov „ 2M 

Porta toftakar Now . 3 99 

Passing Shot 2 99 

HStfS>2 Now -J-W 



r-o^w Dn« _ Now 

pjnGolf J 99 



PfQ Tin mi 

P*>b Trivw ,™ 
Ouajttro Cion Opt 

Ojottrc ^dvtntura 
Ouob>o Aftodo.*- 

G^aivo Correal 
Gm4wo Fawpowor 
O j.itt'Q PanUW^- 

OuolUo Powor i i_. 

Qutlfro Sport* 

OuottFo Supor Mtt 
Ouattro 3t«' S»ij«« 

Quoobon o# SpoH 

OuicK Draw KfcGraw 

fWr^itl 



.3.99 

,™ 3.99 

* EH 

199 

3« 

3.99 
399 
399 

399 
.. .3 99 
3 99 
399 
299 

~ -199 



Maw 



RoaJGhOitbuilafa 3 99 

Hadrtaot J itt ^,; tm „ 3 99 

Bonogoda III.™ _ 3 99 

RotumoflftoJool 4.99 

RuF4 Roddy 3 99 

Soooby 0oo4 Scrappy Ooo. 3 99 



3 99 

«2J 
299 
U 
399 
.299 



Naw 3 99 



SlVworm-™ 

SMtm" USA Z 

Sky Woh Slunlnwn 

S^Qhfly Magic 

w Dirodor 

» *i Tfartsy^arwa 3 99 

nrvj Imago 3 99 

Spooky CosBo 299 

Slfip rtjkorf m 2 + 99 

Slurfl Car ftaoar Naw . 3 99 

SuporlUd In Spaoa 

Tan an 9000 Apo „ ,,J 99 

Tochnocop" — - *mr 3 .99 

Tho Efnpto 5an»m BaoX 199 

Tha ijamoa $o"vrw Cdmon 3 99 
Tho Games Wirtor Eotton . 3 99 

Thundorooido 3.99 

T\n Tin 00 tfw Uoon .Now 3 99 

Tomahawk 3.99 

ToobaY 199 

TopCai Bovo'^iry MJIo 

CS ^ 399 

Top Gun , , H 3 99 

Tnjcks^t Ma^agor. 2 99 

Troai-^o isiaMDtny 199 

Turbo Outrun Now .399 

Turrtcon ™_^J*aw .399 

Umoucnabiot^ 3.99 

VjgOonto „ 199 

Vfioicartor*,... 199 

WodwRita 199 

Wo«Go™i m 3.99 

i99 

..Najw.199 

* w<.!99 

v«a & The Grood Uonataf .5.99 
VoyiOroot Eicopo ^.99 



I FULL PflrCE 
Caaa + OWk 
1 3D Comlnicoon KH 16 99 16 99 

1 Ciaco Kaoj~ ,7.99 NiA 

HK of Fury 7X P4 A 

Rrval Fight B 50 1150 

Fun School II Ranoa 7.50 .^n/a 

1 Fun School 1 flanga 9 99 12 99 

GoloanAxo . ,7M 1099 

HOfoOirtai WA^.7 99 

Lommr)ai na ■<:. 

Mi ■ PlayOl 500001 

Managor m- 750^..JiA 

Mn^choafiif United 

Eufopt A99 NVA 

Scratrta C^jado) (3.99 ,13 99 

Kooin Smrth Iraarmtlonal 

CrkMt if -„-„ 7M HA 

HobOfono™— *^JW*.7J0 

Shoo PaopW JM...7.99 

Ski* 4 Croaabsnoa 7 50 . . 9 SO 

Smash TV 750 9 99 

Spaodbofl?.. -™ hVA^7« 

SupafSpooa 

nvadon* Naw -,7,50 «VA 

Tarmnatof 2 ....Now T45 tm 

TMShTnaor*.Naw 7 45 ...WA 

Thundanaws , 9.99 - N A 

Vte t ^ 7M nVA 

Wohd Olasa Rugby N A .7.99 
rYWF V^roaiajiuMl MaW B B) Ntf 
Rugbf - Tha Wortd Cup ... 7.50 10 50 

RSfJBafWMl Naw 750 „ 10 50 

Rc*ngROorta Naw 7J0_M>A 

Spaackalf ? 7.99 n a 

Favourito Board Gamos 

Ckjocto Cass 7.99 

Monopoly Cass 7.99 

Scrabblaj Cass 7 99 

D«Llu(9 Disk 1250 

Trrvtal Pursue Cass 12M 

RtsK Cass 7-99 

PIctKjnary Cass 12.50 

CALL US ON 24 
HOUR CREDIT 

CARD HOTLINE 
(021)440 4108 

PLEASE STATE NAME, CARD 
NUMBER. EXPIRY DATE & 
GOODS REQUIRED 



COMPILATIONS 



Dizzy Collection 
Dizzy, FbiI FooO, Fantasy World Dizzy, 
Tibosui island Dizzy & Magidand Duzy 
Casa 7.50 

Dizzy's Excellent Adventure* 

Dozy Pant, Kwik Snw, Spellbound Dlzry\ 
Dizzy Pdnce of Yoh Folk 
Cass 750 

It's TV Showtime 

Bob's Fun Howe. Buff's Eye, Every Second 
Courts. Blockbusters. Krypton Facto* 
Cass 7.50 

Dizzy Cartoons 

Dizzy. Spike in Transylvania* Slightly 
Magic C J*s Elephant Antics. Seymour 
QMS to Hollywood 

Case 7.50 

Virtual Worlds 

Castle Master. Driller, Totai Edlpae, Tha 
Crypt 

Cass 12,50 



Power Up 

Altered Beast, Turrican. Chase HQ, X-Out, 
Rainbow islands 

Case 11,99 

Henna Barbera Cartoons 

Yogi s Great Escape, Hong Kong Phooey, 
TopCal, RuffAReddy 

Cass 7.50 

Rainbow Collection 

Rainbow islands. New Zealand Story. 
Bobbie Boble 

Cass 7.50 

James Bond Collection 

Lcence to Kin, Uve A Let Das, The Spy 
Who Loved Me 

Cass 8.50 Oish 13.99 



Movie Premiere 

Teenage Mutant Hero Turtles. Back To 
The Future II.Gremllns 2. Days Of 
IllUndfJ Cass 10^0 



NA M E OF GAME 



COMPUTEF 



VAUJE 



f" ORdTr FORM AND INFORMATION. All orders sent FISRT CLASS subject to 
I availability. Just Ml in the coupon and send It to: PRICEBUSTER, Unit 23. id; 20 
George Slret, Birmingham, B1Z 9RG Z DEPT 

I BLOCK CAPITALS 
| ActdreM: „ _ 

i -•• 

i 

|py iyn Nan EEC co^anat «>jPS0p» w rj>mg** P***m a> *v*m 



• iMMMlir 



tiuittdtiitii 



I'tll HtMIMtMIM 

Poslcode Tel. No 



TOTAL 
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Ho ho ho, tfs that of year again with 
carol singing, mince pies, presents, 
_ and huge bank overdrafts (tor 

parents, at least!). ZZAP! examines a 
Santa-sackful of new pontes that could be 
comma down your chimney soon — some 
of which would be better burnt on the tire. 



• Impulse, £9.99 
cassette, £14.99 

V disk 

I ft doubt bored with the new breed 
'^Aof Wand and gray politicians, the 
I Spitting Image team created the 
puppets tor this kids' TV show. In the game, 
these latex animal joumos (what other type 
is there?) must search the sewers tor the 
pages ot their latest comfc and the parts of 
the video printing press, accidentally blown 
up by Dbc Croc. / 
Startirmin the .editorial office, you carT-T* 

• Based on the wacky TV show, you can 
as the highly dodgy Doc Croc! / 



switch between the four characters and 
choose which of four sewers to explore- 
Within an overall time limit, each character 
must collect three pages, which cannot be 
taken by any of the others. 

And how do you reclaim the missing 
items? Is it via. some new and exciting 
game routine? No such luck — Round The 
Bend is just another platform game. Here 
the inevitable hazards include (and I quote), 
'bats, cans, ninja teddies, and various other 
things normally associated with sewers.' 
Well if that's what Zeppelin associate with 
sewers. I'm glad I don't have to clean their 

— toilets! 

control various obnoxious characters such 



Cx" 
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iy near the 

take ca^^^^J 

jumping. Also, the; 
no death sequence — 
you are just s 
to the office, wal^^H 
valuable time. 

Gameplay is fast and 
exciting, but more than 
a little frustrating, v 
especially when a bat flies towards 
you at breakneck speed, leaving you no 
time to react whatsoever. Eventually you 
will leam to time your jumps between bats, 
but the frustration level is high. 

Once collected, the comic pages are sent 
to press via a short sub-game, with a 
different one for each page. Again, the 
gameplay is nothing new. All the sub- 
games we've found consist ot running 
around and avoiding things. Their difficulty 
ranges from fairly straightforward to damn- 
near impossible. 

In short, Round the Bend is technically 
competent and has some nice touches, but 
it's all been done before and would've 
looked more at home on Zeppelin's budget 
line-up. 

Lumme! It's just like Zzapl The Ed hasn't 
done any pages yetl Typical or what?! 




Single lood, instructions could be more 
comprrbensiVLv 

GRAPHICS 85% 

WdWrown sprites and polished animation make 
fbe gome very visually attractive. 

SOUND 51% 

Unremarkable (trie tune and sparse FX. 

HOOKABIUTY 45% 

Too frustrating. 

INSTABILITY 50% 

Very repetitive after a while* 



OVERALL 




Whafs there isn't bod, but it's been done too 
many hints before. 
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^^^^^■f named Aarzak must 

L^L^L^^Hgirl friend from an evil trio in 

^BRe Savage Land, a quest 
Im through four 'chapters', 
^^^^■ming seven battle areas to light 

througflwo impress his foes Aarzak has a 
^^^V jumping, punching and kicking 

^^HT Each successive hit increases his 

PoiK rating so less hits are needed to 
-h off the big guy at chapter's end. 

Hut first, Aarzak has to 

find the correct route: 

between each area, a 
Snap shows a choice of 
[paths. The trouble is that 

neither this, the useless 

Japlish advice from 

Aarzak's friends or the 

manual gives any clue to 

the right route. So you 

have to backtrack through 

conquered' lands, fighting 

the 'conquered' enemies 

all over again. Arduous 

trial and error is never a 

good basis for a game. 

and the search for the 

correct route proves 

repetitive and frustrating 



only use energy top-ups once. It wouldn't be 
so bad if the beat-'em-up action weren't so 
mediocre. Unfortunately, you only have a 
few basic combat moves to choose from 
and progress is made difficult only by the 
sheer number of similar-looking enemies, all 
distinctly unintelligent. 

As soon as you start playing you'll see 
the similarity to Images' Shadow Dancer. 
The scroll technique, presentation and even 
sound effects are all very similar. 
Unfortunately the graphics simply aren't in 
the same league. They're very blocky and 
mediocre; occasionally end-level sprites 
have overlays but they still look remarkably 

• Aarzak had better kick ass a lot better than this or II will 
Indeed end up being his Lasf Battle! 



mm 


EE 









Backdrops are o 

. v nn lh< 

style but ultimir 
astonishingly little' 
Let's hope this really 



Credits 



An Images Production. 



R 1 



PRESENTATION 52% 

Mufclood per chapter. Mediocre intro sequence and 

map. 

GRAPHICS 48% 

Ok bockdrop* but dull-looking Aarzak and enemies. 

SOUND 53% 

Standard Shodow Dancer spot FX but weak 
mlro/tWe 

HOOK ABILITY 39% 

Far loo familiar ond shallow gameplay to impress. 

LASTABIUTY 44% 

With no dues as to which way to go and unrelenting 
attacks it's frustrating. 



OVERALL 





Very familiar unrewarding beat-'em-up action 
beaten up by lock of gameplay. 



ROBOZONE 



• Imageworks, 
£10.99 cassette, 
£14.99 disk 



Yep, it's post-apocalypse time again 
folks, this time in the Big Apple 
itselt, roasted by an ecological 
crisis. You control the sole- surviving 
Wolverine robot and not only must you 
contend with civil unrest but also the 
Scavengers. These towering robots 
constantly scour the city tor scrap metal to 
melt m a huge furnace — which you must 
destroy before the pollution level gels loo 




armed Protector. Although little better 
graphically, this straightforward shoot- em- 
up works reasonably well — even if it looks 
like something from 1986. 



high 

The first of 
three multiloaded levels Is a 
largish maze of horizontally 
scrolling subway tunnels, linked 
by shafts which you can tail down or jump 

Yep, it's post -apocalypse time again up. Energy-draining Scavengers, mutants 
tolks, this lime tn the Big Apple and gun-toting humans can be shot with 

itselt. roasted by an ecological your built-in machine guns or. if you can 

find them, grenades and lasers. 

Your stomping walker-type sprite is 
undoubtedly the best thing about the game. 
While the backgrounds on Level 1 are quite 
nice the single-colour, Spectrumesque 
enemies which run through the whole game 
are very disappointing. Moreover the size of 

the Wolverine means you can't 
The Wolverine comes under attack from an angry dodge mi5sl | es easl | y _ skill isn't 

sident not quite yet oil his trolley! (LeveM) neaf)y as , m p 0 rtam as making a 

map and following the quickest 

route. 

Find and destroy the pathetic 
end-level baddie and you go 
above ground for the second 
level. This, however, is even 
worse: slompmg around a grid of 
streets in search of the required 
EFA component is very dull. 

The EFA allows entry to the 
final level: a horizontally scrolling 
shoot em-up inside the furnace 
Get to its heart and you'll face 
ihe huge, heavily armed 
Protector Although little better 



resu 



Credits 



PRESENTATION 44% 

Speedy multilood with intro screens, weak 
animated titte screen, continue-plays. 

GRAPHICS 43% 

Attractive Wolverine sprite, but otherwise poor. 

SOUND 63% 

Atmospheric loading tune, good weapons f X. 

HOOKABIUTY 48% 

Dull shoot-'em-up action on first level, but bask 
mapping challenge provides some interest. 

LASTABIUTY 44% 

level 2 is dire, but Level 3 provides a decent, if 
baste shoot-'em-up. 






A bleak vision of the future! 
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• Tengen/ 
Domark, £10.99 

cassette, £14.99 
disk 



The brutal "sport' ol Pit-lighting involves 
muscular combatants using any 
means possible to put each other into 
hospital (or the morgue) — it's just like 
Ludlow on a Saturday night) 

In the horizontally scrolling pit', you and 
an optional triend each lace a stngle 
opponent from a wide assortment ol martial 
artists and thugs, each with their own 
unique manoeuvres. Your own special 
moves can range from a graceful spin kick 
to a direct head butt, depending on which of 
three characters you choose at the start of 
• One or two players can take on the street 
punks, throwing people and crates around. 



the game. As well as the standard beat- 
'em-up punches and kicks, you can pick up 
your opponent and throw him to the ground 
— then kick him while he's down 1 For extra 
fighting power, you can collect one of the 
flashing pills that occasionally appear. 
Alternatively, there are always plenty of 
barrels and crates to pick up and throw at 
your opponent. Reduce his energy bar to 
zero before he does the same to you and 
you.go onto the next pit with a pile of cash 
in your pocket. 

The special moves and throws add 
novelty interest to an otherwise very 
standard beat- 'em up with the one-at-a- 
time opponents proving unintelligent. It's 
slightly more fun wi|h another player 
alongside — especially as you can knock 
him down accidentally, or on purpose in the 
grudge match after every three pits, the first 

to get three knockdowns wins bonus 

cash. 

]The repetitive action isn't aided by 
uninspiring graphics. Nothing like 
their digitized coin-op counterparts, 
the blocky fighters are jerkily 
animated on yukky brown backdrops. 
Ironically, the game's main attraction 
is watching the fighters really laying 
into each other — seeing a leather- 
clad woman stamp manically 
between a downed muscleman's legs 
had me In tits of laughter It's a 
shame the gameplay is nowhere near 
as entertaining. 



} 



A Tequc production. 
Programming: Tony Love 
Graphics: Richard Browne 
Music and FX: The Vibrants 



PRESENTATION 65% 

Simultaneous two playvr mode, thoia* of Hum* 
pictured tighten, multilood ottw iwry lltrm ptfy 

GRAPHICS 58% 

Dull brawn bockdropt and blacky iprrtt* — 
although the latter provide ionic amuwrnent. 

SOUND 78% 

Good hHe tune, conhnuom in game tune, pkft 
simple FX. 

HOOKABIUTY 58% 

The novelty of fighting dirty won wean off due to 
repetitive, unskilful oction. 

INSTABILITY 55% 

The unintelligent opponent* aren't much of a 
challenge and alter a few samey pits it becomes 
tedious. 





• US Gold, 

£ 1 0.99 cassette, 
£15.99 disk 



Shock! Horror" The mayor's daughter 
haS\been kidnapped by the Mad 
GearGartg. Luckily Mayor Haggar 
happens to be a former champion 
streetfighter (I) and — with optional frierud 
— goes to the rescue, duffing up anyone in 
his path. / 

So what sets Final Fight apart from the 
other 3 million beat-'em-ups currentlylon 
the market? Unfortunately, nOt-.a lot. /those 
who have played the CAPCOM coin-op will 
know what I mean when I say it featured 
large sprites — they were 
blimmin' hugel Not only that, 
but they were excellently 
drawn, well animated and ran 
extremely quickly. These jumbo 
sprites have made it to all home 
computer conversions, except 
for the Commodore 64. 

The tiny sprites are well 
drawn, but hideously animated. 
When fighting, they tend to twist 
themselves 
into 

impossible 
shapes 
like 

rubber ^'* Vj 



bendy men. When they come together it's 
darn-near impossible to see what's going 
on. If that wasn't enough, they are so 
samey that you often end up fighting your 
friend by mistake! Each multiloaded level 
is exactly the same as the last except for 
the backgrounds, which range from the^-- 
very well drawn to the sprite-Bestroymgly 
garish. 

The entire gar™ is plagued by poor 
collision detection. Falling characters often 
fly through seemingly solid objects, and 
when aiming youHjumping kick you can 
knock down your opponent when 
appearing to missiiim completely! 

Controls are hellishly sluggish, takirjg-'" 
ages to respond toj your commands-and 

Final Fight? Let's hope so you can high kick your 
way through the entire game. 



Not quite ihe pity but a dull, unambitious conversion 
of (he coirvop. 



occasionally not responding at all. Of 
course, the real Achilles heel of fight 
games is the one-move-kills -all Syndrome. 
Final Fight is as clearim examote of this 
as you would want to avoid. AH you have 
to do is wait for your opponent to come to 
you, pull down on the joystick' and press 
fire — your jumping kick will defeat 
anything and everything the game can 
-throw at you! \i really is that easy. Other 
methods of attack and collectable 
weapons are available, but never needed. 
Basically, it's_ya^h, yawn, yawn! 




GUY K£U*B 
LIFE 3 ZS OOO ~B7 i . F IPF 

DOG MM PAUSE 




f I J 




I — «» 
1 f WW 

ii I llll i! 



Choice of tighten, simultaneous two* player mode. 



One or two nice Drawings, evw if (hey do animate 
botfly. 



DulhfctuooondweakFX. 

Totally predictable. 
Idoubtifyou'lkwJhfwice. 




• Boris Myashirov plays PI In a this 

nice-looking graphic-adventure. 



Starbyte, £TBA 
disk only 



as! night there was a murder and you 
Pmust prove your innocence! Crime 
I Time is a text/graphic adventure with 
a graphic window above the input window, 
RFte latter is divided into three sections: a 
(Movement rosette, a text box containing a 
number of commands such as EXAMINE, 
USE and TALK TO. and another box 
containing all location objects on view plus 
your inventory. 

Control is via joystick. You move and 
click the pointer over the desired action, 
then on an object. Although this system 
mostly works well, accurate positioning of 
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e pointer can be fiddly 
at times. It's a shame 
the keyboard isn't 
supported. It would 

have been preferable to have used the 
cursor keys to move down the word list 
and return to input the action. 

Graphically, Crime Time is Initially 
appealing although boredom does 
tend to set in at times as the designers 
have used a limited amount of location 
graphics to represent all of the rooms. As 
you might expect, these are accompanied 
by location descriptions. What you don't 
expect are these descriptions to contain 
banal humour, offensive words or downright 
confusion. 

The game, which began with much 
potential, careered downhill the longer I 
played it. The quality of the puzzles is pretty 
dire. Not only are they linear but they are 
poorly designed, adding nothing to the 
atmosphere of the game. The characters 
lend nothing to the storyline, interaction 
being a waste of time and effort, examining 
the "empty' locations is repetitive and 
unrewarding... I could go on. 

Crime Time was a good idea, but the 
poor and immature designers have 
sabotaged any chance it may have had. 



• Domark, 
£ 1 0.99 cassette, 
£ 1 4.99 disk 

Gasp 1 Shock! A megalomaniac 
woman called Madame Q has 
devised a plan to create an army of 
genetic mutants for immediate world 
domtnation. Is this all happening tn the back 
parlour of some B&B in Ludlow? NO 1 
Heaven forbid' Madame Q's headquarters 
are deep underwater, tucked away from 
prying eyes and would-he do gooders like 
you. 

Each level of Thunderjaws is split into 
two multiloaded sections. The first involves 
scuba diving to one of Madame Q's bases; 
m the second, you find yourself inside a 
base. 

warding off 
mutants as 
the screen 
scrolls 
merrily 
along. 

Take Level 
One. for 
example. 
After your 
shtp has 
dropped you 
into the 
briny, it's a 
case of 
blasting 
everything in 
sight wilh 
your harpoon 
gun. Sharks, 
piranhas, 
manta 




divers are determined to stop you from 
reaching each base. 

Sometimes extra weapons can be picked 
up. from the seabed, as well as energy- 
boosting canisters. Having shot your way 
through the base door, it's time to do battle 
with the mutants on land Expect to see 
Robot-guards, Robo-dogs, Lava-men. Fire- 
women and Spider-bots. These will either 
drop from higher platforms or appear from 
behind closed doors. Hit 'em with your 
Flame Thrower, Tri Shooter or Super 
Seeker and they won't stand a chance! 
But beware: alt weapons have a limited 
life span, shown by a counter on screen. 

Reaching the end of each level takes 
you into battle with a big. bad beastie. 
Defeat him and it's back on with the 
scuba gear, for another underwater 

• Fighting Madame Q's mutant army In the swimming section of 
Domark's latest Tengen conversion. 





'034100 SCORE 



WEfiPOn [' 
EXPL BO 



sequence. 

All eight levels follow the same pattern, 
with variations in difficulty and gameplay. 
It all sounds good fun but unfortunately 
Domark have rushed out another barely- 
well-not-really-passable coin-op 
conversion. The graphics are dull, 
especially in the base section, and things 
move too slowly for a shoot- em-up. Then 
there's the annoyingly frequent multlload 
and graphic glitches. In short, what could 
have been a speedy, action-packed 
shoot-'em up has turned out as a slow, 
uninspiring load of flotsam and jetsam. 



Teeth-gratingly over -frequent muHilood, but 
attenuating two-player mode and hw continua- 
pfap. 

GRAPHICS 52% 

Bockdrops are poor and sprites unremarkable, but 
bubble explosions are pretty and end-level monster 
attractive — in o wimpy kind at way. 

SOUND 54% 

Title tunc is good, but no in-game music, and FX are 
banal. 

HOOKABILITY 46% 

Very easy to go* into, but muHood soon becomes 
irritating due to short levels. 

INSTABILITY 39% 

Two different typos of gameplay, both as repetitive 
and boring and eoch other does not make for o 
compulsive long*rm challenge. 





A disappointing conversion. 



PRESENTATION 68% 

Simple, easy-to-use joystick operated menu system. 
Sodly no keyboard support. 

GRAPHICS 70% 

Colourful graphics become boring as many screens 
are repeated. 

HOOKABILITY 45% 

A cinch to get into, but empty locations and 
unrewarding gameplay Creole boredom* 

INSTABILITY 40% 

Poor puzzles and repetitive examination responses 
combine with the lock or atmosphere. 



Gut-wrenching humour, Knearity, poor punk 
design and offensive responses put the dampeners 
on a potentialy good gome. 
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• Walt Whitman lives to swashbuckle through another couple 
of disk sides In another massive SSI RPG. 

• SSI/US Gold, 
£25.99 disk only 



J O J Jl 

those in Secret Of 
The Silver Blades 
(except there is no 
Well of Knowledge to 
give you the 
answers). 

The ending is 
problematic. It's 
possible to kill the 
main villain, but the 
end-game sequence 
ignores the fact that 
the party killed him. 
The final battle is 
based on an original 
idea that makes it 
interesting and 
challenging. 
However, there is a 
very legitimate trick 
that permits an easy 
win. You can continue to play after end- 
game, but the overall situation doesn't 
change in any way. 



thei 
ah 
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Overall, Gateway To The 
Savage Frontier is a decent RPG with a 
proven, if rather staid, design. However, a 
number of design imperfections prevent it 
from being as good as it should have 
been. 



The locale for Gateway (I always buy 
my cheese and baps there — Ed) is 
the northern Sword Coast far to the 
west of the first series (near the railway 
station — Ed). Your characters start out 
with 3,000 experience points, which makes 
them level 2 characters for most classes. 
The maximum levels are 6 to 8, depending 
on the character class. 
\ The game arrives on four disks with a 
C64 supplement, Adventurer's Journal and 
Rule Book. Naughty SSI have left an error 
withjn'the C64 reference card (tsk. tsk). For 
those of you wishing to load in the pre- 
rolled party to have a quick nose around 
DO NOT try to utilise the 'add character' 
option, with Disk C, in an attempt to load 
the characters as advised by theteference 
card. Instead select 'load game', this wiiT~~ 
load the pre-rolletJ group. / 
As the game begins, your characters / 
have been robbed of all but one small / 
purse of gold while celebrating a / 
successful job of guarding a caravan. They 
swear to find the thief and avenge ( 
themselves. After re-equipping as besj 
they can, the party meets Krevish. who 
gets them a new commission. In the' 
course of fulfilling this, they discove 
threat to the Sword Coast from the 
Zhentarim. It's up to the party to foil this 
threat. 

Gateway presents side missions to you, 
but gives no indication when a mission is 
complete. One example is the Neverwinter 
gardens. There are hints of missions that 
do not seem to be possible to complete 
(as in Uorkh). 

Initially the battles are challenging, but 
once your characters get above level 3. 
combat becomes easy until the final 
confrontation. However, the mazes are 
tough. You have to go back to Pool Of 
Radiance to find mazes as tough as 
Gateway's, and the puzzles are equal to 



The side effects of 
the Zhentarim plot 
continue. This may 
be deliberate, as the 
overall plot of the 
series seems to be to 
foil a Zhentarim 
master plan which 
this quest makes only 
a small dent in. Still, 
showing some effect 
of the defeat would 
have been more 
satisfying (eg the 
party could see 
increased 
commercial activity 
as they revisit the 
scenes of their 
adventure4- 



• Golly me! This frontier's so savage the squid are climbing 
out of the sea to get your bags of gold. 



CltlHT SQUID 
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As with the 
previous gold box games, the user 
interface is a mixture of improvements and 
unimprovements. "rtie Fix command now 
also memorizes spalls, but the automatic 
joining of items from Death Knights Of 
Krynn and the scroll, bundles from Secret 
Of The Silver Blades is not available. The 
automatic spell merriorizing does not allpw 
you to memorize additional spells youf 

acleis oel whealhey advance a level. 
A separate Memorize is still needed for that. 

The artwork is the best yet in the gold 
box series. The giants, trolls, and ogres are 
not only more realistically sized, but are 
much more menacing-looking. There is one 
exception: the lizarqmen look like pot- 
bellied tourjge lizaras rather than horrible 
monsters I .nt^^t 

Copy protection is manual look-up which 
(finally!) is presented in the right order 
(page number, then line number, with word 
number last). One major improvement in 
the copy protection is that the password is 
needed only the first time you start, instead 
of the previous random calls. 



The interface n a bit of o mixed bag. Some 
improvements but a few let-downs. 

! GRAPHICS 84% 

Colourful graphic* — much improved over previous 



HOOKABIUrTY 71% 

lough gamqJay during ibe maze sections ton 
creofe lome frustration. 



Sofid, familiar gameplay with a few block modes 
duo *o minion design. 



OVERALL 




A solid RPG system which is nevertheless looking 
increasingly aged wrth eoch successive release. 
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A brand-new disk drive 
is bringing the C64 bang 
up to date with faster 
access to lots more data. 
At a mere £99 the TIB 
drive could revolution- A 
ize C64 gaming and is M 
an invaluable tool to / 
programmers. ZZAP! J 
recently put the drive I 
through its paces. I 

■ f you've used the 1541 disk drive 

fl you'll have learnl to love its \ 

I unique characteristics'; slow 
access, repeated disk head V 
hammering when things go wrong and 
the sheer bulk. A Mk II version, 
somewhat slimmer but little (aster, is 
currently out tor £129 bundled with eight 
games. The 1541 isn't a bad drive, but 
5.25" disks are old fashioned; flimsy with 
low storage capacity and slow access. 

In (act, Commodore launched a 3.5" drive 
for the C64 three years ago. Unsurprisingly 
it (lopped — the 1581 drive cost £299.99 
and software support was 
nonexistent! ^g^p^paVl 

Enter TIB, holding out the 
promise of bringing C64 disk- 
driving up to date with 3.5" 
disks. The first thing you 
notice about the drive is its 
compact size; 4" wide, 5,9" 
long and just 1" in height. 

What is novel is how this 
drive connects with your C64, 
ignoring the slow serial port and 
plugging into the C64 cartridge 
port. The drive is automatically 
accessed when you turn your 
C64 on. The demo disk o( Ninja 
Rabbits autobooled. bringing up 
the title screen in seconds. 

If there's no disk in the drive, or 
no autoboot, then the standard 
C64 startup screen appears. To 



Commodore 1541 5.25 drive 

Intro — 48 seconds 

Main Game — 130 seconds 

Commodore 1541 5.25 drive (plus 
Action Replay Fastload) 

Intro — 8 seconds 
Main Game — 11 seconds 

TIB 3.5" Ultimate Disk Drive 

Intro — 3 seconds (virtually Instant, as drive takes 
about 3 seconds to initialize) 
Main Game — 6 seconds 

(However, it there is more data on the disk, times 
may be substantially increased). 






access the drive now you can use some 
simple BASIC commands. The TIB drive is 
known as device number 9. so rather than 
typing in LOAD "" ".8.1' you type 'LOAD 

-"\9\ 

There's the full range of standard disk 
commands: save. load, format disk and file 
delete rename. Files can be loaded in from 
C2N or 5.25" drive, then saved to TIB — if 



you can 

break into the program. The TIB 
is definitely not intended as a 
piracy device, there's no magic 
'memory' back-up buttons. If you're 
saving your own programs you'll 
obviously have no problems 
breaking into the program. 
Commercial programs try to 
prevent you breaking into them to 
insert save commands, so only 
experienced hackers will be able to 
to abuse TIB for piracy purposes. 
More innocent programming functions 
will be supported by a utility disk supplied 
with the drive. For example, although the 
drive doesn't support sequential files, all 
routines can be called from BASIC through 
a jumbo jump block which will be in a 
complete ROM source tile on the utility 
disk. Also on the disk will be several text 
files to show (he 6502 machine code user 



how to create files 
in random access and how to mark 
blocks being used by a program. 

Alongside these the disk will have more 
conventional utilities allowing the user to 
read and display a text file or hex file on the 
screen, monitor the state the ol the disk 
and — time permitting — there will be a 
utility to read and modify sectors and write 
them back to the disk and modify (ile 
addresses. TIB hopes to have a utility disk 
similar to the powerful Norton Utilities utility 
disk (or the PC. 



3.5 vs S.2S — IS 
SMALL BETTER? 

3.5" disks inevitably score over 5 25" in 
being smaller, tougher and offering more 
memory storage 720K on a formatted 
double-sided disk compared to 166K per 
side on a formatted double sided 5.25" 
disk. They also save you having to flip the 




Its technical superiority and handy 
utilities disk make the TIB ideal for 
hobbyist programmers and for 
professionals. The ability to rapidly 
access 720K of data with no 
disk-swapping gives a lot of 
storage capacity for some very 




disk over to access the 'B' side; 3.5in drives 
read both sides of the disk. 
So far. so good. But what about speed? 
Ninja Rabbits from MicroValue is Ihe firs! 
software title fo make the transition to 3.5" 
drive so we used that comparison point, 
testing loading times on the TIB. standard 
1541 and 1541 with the Action Replay 
Mark VI cartridge (which has a 
hyperloader function). Both 3.5m and 
5.25in versions of Ninja Rabbits have an 

Iintro load followed by a main game load 
and it's these we tested the drives with. 
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was a good idea being launched several 
years too late. Demonwares Mungo had a 
typical response: 'Whether we support it or 
not really depends on reaction from the 
trade, from the distributors who we sell to. if 
they place orders,., we'd have to weigh up 
the costs of supporting a new format 
against the demand. We're always 
prepared to support new technology, it's 
just a question of economics. At this time I 
don't think anyone knows whether the TIB 
drive will take off.' 

Some companies became warmer to the 
Idea when MS-DOS compatability was 
mentioned, Audiogenic, for one, accepted it 
would make a voucher exchange system 
easy to operate. Colin Courtney of 
MicroValue'Flair was initially dismissive, 
despite having a game on the launch 
compilation. 'Interesting but about two 
years too late. All right it's good for 
compilations, there's a lot of storage space 
for that, but I see no real merit in it... If the 
system takes off. we could well support it. If 
it's true it is going into Dixons and Tandy, 
and both Gremlin and Ocean are 
supporting it, then there could well be 
several thousand units out there. We could 
make Elvira II available on 3,5" disk, and 
although there's no plans as yet. there's a 
very good possibility Ihe original Elvira 
could be made available. It's just a pity it 
didn't come out two years ago,' 

System 3's Adrian Cale similarly 
bemoaned the fact the drive hadn't come 
out five years ago and felt success now 
was unlikely. The company was on a 
'crusade' for cartridges now. 

Domark. Gremlin and Mirrorsoft claimed 
to have never heard of the drive, neither at 
the PR or technical level. US Gold had 
heard of it. but were unlikely to support it 
until there was strong public demand. 

Clearly then, the shelves are unlikely to 
be groaning under the weight of C64 3.5" 
disks this side of Xmas. if ever. However. 
Ocean is the 9001b gorilla among software 
houses and their support will not only make 

available quite a few good 
^ games. 



they could also persuade other software 
houses to follow suit given good sales. This 
is obviously the crucial point: if you lot buy 
loads of drives and games then support will 
follow. 

However, TIB are well aware of this 
'chicken-and-egg' situation and are busily 
trying to get around it. They're determined 
that the numerous TIB users they expect — 
from apparently substantial orders from 
distributors in the UK and abroad — are 
fully supported. A voucher system whereby 
gamesplayers are given the option to 
upgrade their cassette or 5.25" disk is 
under consideration. 

TIB are also investigating publishing 
games themselves, as SAM Co have 
attempted for their Coupe. So tor example 
all users would get a newsletter offering 
licensed 3.5" versions of popular games via 
mail order. Software houses such as US 
Gold would thus be spared the risk of 
producing 3.5" conversions themselves — 
for the company it would be like offering a 
magazine cut-price software for 
subscriptions offers. 

TIB are also talking to publishers of 
serious utilities, such as word processors 
and spreadsheets, to get permission for 
producing 3.5" versions. 

In conclusion the TIB drive is technically 
impressive, should be very reliable (using 
an established drive mechanism) and is 
very cheap (costing less than the ancient 
1541 ). The software supplied with the drive 
is relatively weak, but new titles may yet be 
brought in As for achieving the Herculean 
task of establishing a new C64 disk format, 
that's a tough challenge but TIB are 
working on lots of ways of getting around it. 
Ocean's cut-price carts offer strong 
competition to the new format, but 3.5 
disks have bigger and cheaper storage 
capacity. If you're interested in new 
technology, TIB are offering a very good 
gamble, 

The TIB drive comes with a one year 
guarantee. Further Information on the TIB 
3.5 Disk Drive can be obtained from TIB 
pic, 36-50 Adelaide Street. Bradford BD5 
OEA. Telephone: (0274) 736990. 



! 
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software houses to transfer their 
games onto TIB compatible 3.5" 
disks. But do they want to? 

Ocean's Paul Patterson was 
enthusiastic, li s an amazing 
piece of technology, jus! what the 
C64 needed 2-3 years ago. 
We're certainly going to support 
it. We're probably going to 
release a couple of games lor 
Xmas at a £15.99 price point. 
We can put games on 3.5" disk 
drives very quickly indeed [due 
to MS-DOS formal] .' 

Unfortunately most other 
companies were less 
enthusiastic. Many thought it 
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Amiga Battle 
Command 
Sizzled well 
over a year 
ago, an 

astonishing mix 
off fast 3-D action 
and semi-realistic 
tactics. A C64 
conversion appeared 
impossible, but 
Realtime Games have 
worked miracles by a 






Ocean £ 1 4*99 cartridge 

• Incoming! An enemy's star-shaped shell rockets in for a direct hit! Just behind It 
one of your own square black rounds is heading toward the white enemy tank. 




Keaifime uames nave 
worked miracles by a 
combination off state- 
of-the-art code and 
continual accessing of 
cartridge memory. 
Robin Hogg dons 
goggles and scarf to 
battle-test gameplay. 



The Ultra War has dragged on to the 
point where the North and South 
forces face stalemate — mass 
attacks result only in mass slaughter. Into 
this standoff situation come the Mauler 
supertanks, designed to penetrate 
behind enemy lines, wreak havoc 
and put an end to the conflict. The 
Maulers are solo khmbh 
killers. 

operating completely 

on their own alter V- 

being dropped by 

Stealth Heli-Carriers. "|j 

The Amiga battle ^> 
has been reduced to ^^^JJ 
seven missions tor 
the C64 (plus a final 
secret mission when 
you complete all the 
others), but given ^ (m\ 
that the enemy forces ^^^^ I * ' 
have now been ^ | "' 
substantially upgr 10^ 
aded in toughness. 1 ^ l— ^ ■ 
the overall campaign 





remains coi 
able You can 



The tanks look good and move unbelievably 
making lor genuine arcade-style action. 



seven 
order 



m 



s m any 



#_ taken a long time, but at last 
9 we've got a C64 cart which 
actually exploits the technology for 
something more ambitious than faster 
loading. According to Ocean the game is 
continually pulling code off the cart, but 
there's no pauses — except when it's a 
massive block, such as a map screen. 
Battle Command shows how carts can 
dramatically improve C64 performance 
and the bllndlngly fast 3-D is as 
impressive as any we've seen. But what 
about Battle the game.? Well, as with 
the original It's tough and although the 
menus work brilliantly, it still takes some 
getting used to. Although you can get 
into the action as soon as you load the 
game, dying comes all too easily until 
you stop to work out how things are 
working: which weapons and defences 
to use, what approach to the target is 
best. Once this is done you can really 
gel to grips with this stunning program. 

Tank encounters can admittedly 
resemble Battlezone more than anything 
else — lots of fast rotation searching lor 
lock-on — but the range of weapons, 
especially the superb missile-eye view 
option, more than compensate. Then 
there's the various enemy installations to 
find, helicopters to shoot down and night 
fights to survive. 
Eight missions 
aren't a huge 

amount, but at £15 
this is unmissable and I wait 
in expectation lor more 
games like it. 





• A one way trip to oblivion — riding along behind a 
missile in the remote control option. 



the briefings before selecting; 
there's a reconnaissance 
picture of the battlezone 
(complete with drop-off pick- 
up points) as well as an 
awesome display of the 
Mauler weapons available. 
Choosing which weapons 

to use is absolutely cntical 
and there's a superb arming 
screen where the . _ 
various systems 
are shown 
rotating in 
glorious solid 
3-D. The most 
important is 
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• This wire-frame bridge looks pretty, but 
leaves you little room to manoeuvre. 

undoubtedly the Pulveriser cannon but 
(here's a whole host ol radar and IR 
missiles to choose Irom alongside the more 
specialised weapons such as SLAM anti- 
missile laser, Phantasm Chaff Dispenser, 
wire-guided missiles and a heavy duty 
Mortar The only omissions from the 16-bit 
version are the Sleeper Time Bomb and the 
Skeet, both deemed as 'toys' by the 
programmer, serving no effective value in 
the game. However, perhaps because 
there's less missions, all the weapons are 
available right from the start and don't need 
lo be earned — Amiga-style. 
Once you're loaded up, the mission 

proper begins. Control is very 
much of the Battlezone 
0 type the joystick being 
used to control the 
Mauler's direction — but 



^^^31 al Itie P ress °' ,ne ^5 
joystick's second fire 

button (or simply the space bar) 
an arrow pointer appears, 
allowing you to activate the 
tank's sytems and weapons. 
Night-sights, binoculars 
B and a rear-view camera - * 

are available. jjk J 

depending on the JSfiS 
^^^H mission, and by 

clicking on the four 
weapon pods you can ^ 
swap firepower. If need 
be you can call up (via the 
crossing It GS fire button or the C64's 
function keys) the battlezone 
map. damage screen and the special 
binoculars view which also offers a superb 
missile-eye view — good on the Amiga, 
stunning on the C64 1 

Oh, by the way, while you're fiddling 
around with the systems and game 
features, your tank is merrily trundling 
headlong into danger so it's lucky for you 
that the system Is quick and very easy to 
operate and with me function keys it's even 
quicker. As in the Amiga version it's all very 
user-friendly, well thought out and instantly 
accessible and to be really helpful there's a 
radar screen showing the local area threats 
and a Homing Scanner to show you the 
route to your target So now there's no 
excuse for you to take on the entire 
Southern force! 

C64 restrictions mean the polygon 
graphics aren't too sophisticated but that 

doesn't mean 



, while you're fiddling 
/stems and game 
k is merrily trundling 
iger so it's lucky for you 
quick and very easy to 
the function keys it's even 
Amiga version it's all very 
thought out and instantly 



"9 aren't some great 
graphics in there. The 
airfield with the jets by 
the runway, the 

> missile launchers and 
bridges are all worth 
a look, but just be 
prepared to see a 
good few square 
buildings on your 
travels! 
So what do you 
actually get for 128K? 
Well, it was disappointing to 
find out that there's only 8 
missions in the C64 version and that the 
tanks aren't so clever or numerous in types 
(the spotter planes are still in there if 
•\- it's any consolation) but one thing 
A.Stw it's got going for rt is that it's 
OfJOh FAST, the payability harking back 
Bj to the joyous days of Battlezone 
mm but this time the action has a 
purpose' It's good then to see that 
wf&^ the mission variety puts all manner 
of skills and weaponry to the the test: 
the Hostage mission requires stealthy 
tactics, the Missile Battery is a 
race against lime where ^rf^^k 
Dragonfly Guided Missiles ^^^^^^ 
come in handy, and not iifl^^rr 
forgetting the all-out blast C 0 ^^"tT 
the final, secret mission. • 1 * 

Great stuff, and a great price 
too! 





Game Design: Realtime 
Programming, Graphics, 
Effects: Steve Cashil 
Music: Jonathan Dunn 



PRESENTATION 92% 

Impressive graphically and in variety, superb 
arming up screen together with Password 
system for restoring game position. All screens 
are easy to activate and use. Great cockpit 
display. 

GRAPHICS 89% 

Surprisingly fast-moving mix of vector and 
solid polygon graphics with some remarkably 
detailed objects to be seen. Excellent missile-eye 



SOUND 67% 

Great title tune but let down by limited in- 
game spot effects. 

«5!i.A:-;ii,n7 

surface appeal of Battiezone draws you 
in but it offers much, much more. 

STABILITY 88% 

ly seven levels but the variety of mission 
nds will keep you at it and then there's 
sion 8 to tackle after all of the others. 



OVERALL 





&mely playable 
action) 



• An enemy aircraft circles above the mountains, guiding enemy tanks towards you. Technically rii 

Use an AA missile to bring it down. hetrfy a 



|^ The Smash TV 
W coin-op is one 
5r of the most 
W spectacular 

ever, packed 

with 

|H incredible A 
|a graphics and 
more sprites 
than a shop full 



brilliant start-up 
sequence. Nobody with 
any sense would even 
dream of converting it, 



Yep, mass slaughter sounds a lot ma 
respectable and mass slaughter is exactly 
what you get m Smash TV. 
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i ne aim oi the game is to blast your way 
ugh three dangerous and devious 
as. then conlroni the game show host 
to give him some ot his own lethal 
medicine. At this point coin -op tans may 



VLJ. is Nick Jones's last C64 
mm9 game, but boy has he ever 
gone out with a bang! This is one of the 
most playable coin-op conversions I've 
seen in ages. The enclosed arenas cre- 
ate a claustrophobic atmosphere, espe- 
cially with all the enemies that pour out 
ot the doors. Far from mindless blasting, 
Smash continually gets your mind 
whirring with options — should I get that 
bonus weapon? Where's the best place 
to attack these new beasties from? do I 
ready need another pop-up toaster? Can 
I get that cash without hitting that mine? 
Argl 

There's a wide range ot baddies, all 
with their own attack patterns, and usu- 
ally there's a couple of different types to 
worry about at the same time, toads of 
em, yet the game just doesn't slow 
downl Surviving takes so much concen- 
tration that collecting prizes becomes 
just an afterthought — 
unless you're plain 
greedy like me! The price 
is right so come on down 
and play Smash TV. Win 
or lose, with this much 
fun everyone's a win- 
ner! 






r: r. 
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Sprite limitations? What sprite limitations? Watch out for the wall 
snipers and blue mines. The left red icon is a v. useful smart bomb. 



blasted to 
smithereens. It'i 
frantic, non-stor. 
shoot- em-up 
action, rather 
like Robotron. 
and there's a 
huge variety of 
enemies — 
swirling buffalo 
clouds, laser- 
firing 

eleciroballs. 
snakes, pudgy 
guys who carry 
bombs on their 
back, tanks, 
zombies, 
snipers. . the 
list goes on and 
on. To stand 
any kind ot 
chance you 



at 

t blast 

them first. The rings at your feet mean 
you've got a torcefield currently, but 
three lives aren't many In this game. 



three lives arer 

stop 
P 

^^^^^^ 

These circling I 




These circling blades 
everything they touch — but 
can still get through! 

And then there's the prizes. Yep. it's a 
game show after all and you too can win 
cars, wads of dosh. free airplane tickets, a 
year's supply ot meat and dozens of pop- 
toasters! At the end ot each arena all you 



start squealing about the fourth arena, bui 
never fear that's been incorporated into Ihe 
third section and all 46 rooms have been 
crammed into your C64. 

Each room is a single screen which seals 
you in until all the baddies have been 



a v. userui smart bomb, chance you 

need to power- 
up by collecting icons for speed-up. power- 
shots, triple-shot fire, shields, extra lives 
and the inevitable smart bomb. Don't be too 
trigger happy though, ammo is limited — 
shown by the red green bar beneath you' 
mega-score. 



Credits 



A Probe Production. 
Program: Nick Jones 
Graphics: Lee Ames 
Sound: Jeroen Tel 
Producer: Noll Young 
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dull; Smash TV |ust pours 
on the sprites by the dozen, 
it's non-stop action — and 
look out (or the mines! 
At first sight, speed seems 
due to mediocre graphics, but 
the more you play, the more the 
graphics impress with lots ot 
mpressive detail, splendid colour 
and neat animation. As bullets spray 
the arena you have no time to do 
anything other lhan Keep firing, bul 
observers can ogle at the tact it doesn't slow 



makes sure you just keep coming bic* for 
more.and it's very difficult to find any 
niggles. Expert gamers might find it a little 
easy. I suppose, but even they will have 
great fun go for high scores. Smash TV is 
simply one of the best games to be released 
this year, it's just so much fun. and 
incredibly playable. As 
Robin Hogg would 
have said, had he 
still been here. It's 
a SIZZLER — and a 
right good game to boot' 




nings are totted 
up in a special 
screen which Is 
exceptionally 
salisfying and 
makes high scoring 
really good fun. 

Cam _ t 14__ kata 



t 




I 1 I this, ol course so 

I all I need say now 

I Is thai it's a great 

I conversion and. 

Jfc I yep, they've gone 

1 1 | down Ihe stiops to 

I ' grab a copy Okay. 



B»€ B3* E3t E?* f those of you still 
"1 . . . here are probably 



r*i":l:* wondering what 
■ 1 • • • makes Smash 
q| special? Isn't it just 

another simplistic 



i 



shoot- 'em up? 
Well, It's 
certainly 




not a complicated came, but al 




\ 



Blast the tankmen for cash, 
silver ingots, prezzies and an 
extra lite (the blue Icon at top 
right). 



PRESENTATION 90% 

Great opening sequence, then fhe gome kjodj in 
and it's a SINGLE load! Choice of keys or joystick 
for movement and fire control, plus one continue* 

play, 

GRAPHICS 92% 

Enemy sprites ore detailed, colourful, and there 
ore so many different types! 

SOUND 84% 

Great intro tune and involving in-game FX. 

HOOKABIUTY 95% 

Frequent 'life' power-ups and o continue- game 
option make the game instantly, completely 
compulsive. 

INSTABILITY 94% 

The excellent learning curve provides a real 
challenge, plus you can choose your own route 
through the arenas and high-scoring is extremely 
satisfying. 



Smash TV grabs you by the throat and just won't 
let go — how Ocean managed to get all this into 
one load is beyond me. Buy or die! 



BE MY GUEST 



Ten gameshow hosts you would like to blow to 
smithereens. In reverse order: 

10. Bruce Forsyth. ..'Nice to see you to see you.... 
Aaarrrrggghnhl' 

9. Jim Bowen. . 'And Bully's star prize is... 
Ooooffftl' 

8. Les Dennis... 'We asked 100 people which 
gameshow host they would most like to drop from a 
very great height... 

7 Cilia Black... Wouldn't you Just love to send her 
on a Blind Date with a hand grenade? 
6. Matthew Kelly... Would you like to break his 
other leg? YOU BET! 

5. Bob Monkhouse... King of the false smile — 
should be made to sell The Satanic Verses door to 
door In Iran. 

4. Roy Walker. . What have we got here, it's a 
headstone, it's got my name on it, and the catch- 
phrase ts... WISHFUL THINKING" 
3. Andrew O'Conner... The God squad's slimiest 
trooper. 

2. Bob Holness... Let's play knock-off-his block 
busters. 

1 Jeremy Beadle... Well, what can I say? For 
crimes too numerous to mention, should be built 
into the Channel Tunnel — let's see if he is game 
tor a laugh i 



down, it just keeps throwing more 
and more stuft at you 

A stack of lives, nine to begin 
with, plus a continue-play. make 
tor good long battles, and when 
you do finally go back to the start 



> u a ' 



P 111 



11*1* Ul 



while experts will go for the bonus 
rooms. Needless to say at the end 
ol each arena there's a 
superbaddie to defeat, and just 
watch out for the spectacular 
death sequence! 

There is very little variation in 
gameplay here — it's rip-roaring 
shoot-'em-up action all the way, 
and none the worse for it either. A 
well-thought-out learning curve 
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• Yargh! A hall-shell Is no defence agalnsl two robots armed 

with electroshock guns! 



Imageworlcs/ 
Kenami, 

£ 1 0.99. cassette, 
£ 1 5.99 disk 

The Turtles bandwagon 
has spawned more 
rubbish than any 
radioactive sewer, 
including a dire 
conversion of a decent 
Nintendo game last 
Xmas. This time around 
Image Works have the 
Konami Turtles coin-op 
licence and are relying 
on Probe to do it right. 
So can the year's top 
programming house 
pull another bestseller 
from the ooze? Of 
course, but will it be 
any good asks 



I warn you now, 
Ihere are gonna 
be none of the 
usual cliches so 
commonly used 
when writing a 
Turtles review — OK 
dudes? This will be a 
totally bodacious 
piece of writing, mosi 
awesome In a small 
kinda way. that'll 
make your mates cry, 
'COWABUNGA, 
man I This dude 
really knows what 
he's talking about!' 

0k. Ok, I digress, 
you can't talk about 
our bold and fearless 
buddies without 



fighting through the multiloads. But at least 
the Turtle Selection Screen is nifty wtth 
some great portraits of our heroes. 

Each of ten levels Is a horizontally- 
scrolltng affair, but as soon as three or so 
baddies comes on screen the scroll goes for 
a teabreak until you bash the nasties into the 
ground. Unusually for a beat-'emup your 
combat moves aren't that complex, there's 
only a few different ones and In reality 
they're just graphical effects — you can't 
choose whether to perform a flying kick or 
punch someone, it's purely random. This 
makes the game easy to get Into, and the 
turtles moves are very impressively 
animated, but over the long term it becomes 
rather repetitive! 

In each part of the building you have to kill 
off every last baddie before a wee 'Hurry Up' 




mentioning one of 'those' words 
— after all. the Turtles are 
an institution in their own 
nght, as the mega- 
success of their coin-op 
proved. 

The plot is that April 
O'Nell, journalist extraordinaire 
(rather like myself!), has been taken 
hostage and hidden Inside a burning 
New York tower block. Unlike the coin- 
op the Mean Green Dudes are loo busy 
to all turn up together, only two can party 
even then they have to take turns 



TEN THINGS YOU 
ALWAYS WANTED 
TO KNOW ABOUT 




message appears on screen, warning you 
that there's even more evilness lying in wait 
just around the corner. In the first level, be 
wary ol lift doors suddenly opening to reveal 
even more nasty beings, and don't loiter at 
the bottom of stairways for too long, 'cause 
humungous cannon balls have a habit of 
racing down and knocking you flat! The fire 

a bit of a hindrance, as are the wheelle 
robots that appear from nowhere later on In 
the level. They have this fetish for 
electrocuting turtles and are pretty hard to 
get rid of at that. Listen to the clang of metal 






XXAP! 64 DECEMBER 1*91 • NUMBER 79 



• Behind you! Rocksteady draws a bead 
on our hero In the junkyard. And is that 
Phil's car In the background? 




mm 




flame-scorched room. The smoke slows you 
down as it's not as easy to see the 
adversaries, who now have guns. Later 
levels see you down In the sewers, in an 
underground car park and avoiding robot 
dogs and exploding barrels In a local factory! 
The enemy start to throw manhole covers 
and boomerangs, there are falling posters, 
skateboarders and laser beams to dodge. 
Strewth' is April really worth it? Course she 
is — she's a journalist extraordinaire! 

Save Ms O Neil from the perils of hard- 
nose journalism and it's time to find the 
Turtles mentor. Splinter, who's been nabbed 
by Mr Evil himself. Shredder. If the 
formidable Foot Clan can be overcome and 
Splinter finally rescued, there's a meeting 
with old Shreddy himself in the 
Technodrome. 




as your weapon hits their sturdy casing. 

At each level's end, you have to tackle a 
big whacking fiend, who'll take some 
hammering before he'll surrender. It could be 
Rock Steady, it could be Be Bop. but one 
thing's for sure, the further you go through 
the levels the harder the opponents getl 

It's just as well that the odd pizza can be 
eaten to replenish lost energy. — or provide 
an extra life if you already have full energy 
Plenty of pizza guzzling is needed for Level 
Two, methinks. as you find yoursel! m a 



Getting there is not a leisurely stroll, I 
have to say. you never get a moment to 
yourssll in Turtles 2.. It's action-packed to 
the fullest! Those henchmen never let upl 
Even when thtfnext level's loading, there's 
hardly time to dial your friendly pizza 
parlour! 

When the level's loaded you can admire 
the animation of the characters. The main 
sprites duck and dive with speed and grace 
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Em w °w» I must confess that I never 
fc« really liked the coin-op. so it 
came as no surprise when I found I 
wasn't too stuck on the Commodore 
version either Even so, it's one helluva 
game! The title and incidental music is 
incredible and those effects — er. wowi 
The sprites are well drawn and brilliantly 
animated, and even when they all come 
together they're still crystal clear. 

A couple of criticisms: there Is very 
little skill involved, as the game relies 
heavily on joystick waggling and button 
Dashing, (but then so did the com-op). 
More seriously, the two-player mode 
does not allow simultaneous play 
Considering that the coin-op 
allowed four this is a • 
serious omission. 

Even so. Turtles 2 is still a 
tun game.whtch will appeal 
to Turtles fans without 
insulting them like last year! 



with no flickering to be seen anywhere. The 
backdrops are at! nfcety drawn and 
extremely colourful. The flames are so Irfe- 
like, Mother I could almost feel the heat from 

them I 

Sound is fab and groovy. The title tune is 
bottom wiggling and the sound effects, such 
as the swishing of swords and danking of 
metal are incredibly realistic. My onry gripe, 
and it does alter my feelings towards the 
game a little, is that ail the levels follow the 
same arrangement: ie move left and right, 
duck and dive, biff and bash. However. I 
reckon the game's speed and variety of 
graphics makes up !or [his A 

I have to confess, before I played this I 
did think, 'Oh no! Not the Turtles again* 
BORING! '. However, gameplay is fast and 
furious without a doubt, but maybe 
just a little samey, Perhaps the 
whole Turtles theme is a bit 
long in the tooth now. see 
what you think, Plenty of 
pizza for me then, Jeeves 
and don't spare the 
pepperonil 



2 



r 




W 




• Home, sweet home, there's nothing like a warm, smelly sewer to a Turtle, Is there 
dudes? th. 




PRESENTATION 84% 

Nice opening pic* and end sequence, three lives, 
no continue- play*, 

GRAPHICS 79% 

Colourful bockgroundi, nicely animated sprites. 

SOUND 86% 

Stompcngty good title tune, fair in-game ditties. 

HOOKABIUTY 73% 

Simple move* make it easy to gel into, not 
altogether addictive. 

INSTABILITY 75% 

Ten levels provide a certain amount of variety* 



A good game but it's appeal may wear off after a 

while. 




SURPLUS STOCK SELL - OFF!! 

TOP SELLING GAMES 

FROM ONLY £1.00 EACH 



AMIGA/ATARI ST/PC/C64/ 
SPECTRUM/AMSTRAD 



JUST SEND ONE FIRST CLASS STAMP TELLING US WHAT COMPUTER YOU HAVE 
AND WE WILL SEND YOU A FULL LIST OF AVAILABLE SOFTWARE AT PRICES 

YOU JUST WON'T BELIEVE TO: 
SURPLUS SOFTWARE SELL OFF 

DEPT.5, NOl SATURN HOUSE, CALLEVA PARK, ALDERMASTON, BERKS, RG7 4QW 



500,000 COMPUTER GAMES 




< h\ thr i*a< i mwm in jwf r cmthxX mm 

* a Ri**c1 Button \ ir v \hr\ " - maki-v <i 
SPf( IAI MI>U«>pcafonihr«r»n 



A powerful BASIOTooilul (Additional helpful 
commands) that considerably simpWies prrjfl* 
rjmxtiin^artddebuKginn The ir^o&ii commands 
i an foe used *n your . u . ■<> ai ■ ■ 



DISK TOOL 



Us*nj|POWI RCARTRttXityoucanloadupl" 
b limps last* from disk 

TheM cfefik commands are used in your 
own program only. 



TAPE TOOL 



Using POWER CARTRIDGE you can work up 
to 10 timet tester with your data recorder 
These cape commands ire used in your own 
programs only. 



POWERMONlTGfl 



A powerful machine language monrlor ih.ii h 
a*ad»l> av j tUble a nd If ayes an otyout Commo- 
dore memory available tot programming 
Also won\v *i BASfOROM KERNAl arid LO 

area* 



PRINTERTOOL 



The \\ )WE R CARTRIDGE i ««a*w a ve ry eftVt 
five Printer -Interfac e t lhat veil nVtec is ir a primer 
K tunnec red toihe -Serial Bui n* User Port. 
It win prim all C ommodore charar ler^ori I pvon 
and compatible BfMm 

The pt mhi mwtace has a variety o4 set ■ up piv 
siWitiev Hcan t )n>duve HARDCOPY of *creef%% 
not onh/ on Serial powers tMPSWi, B0J h 801 
etc J but also on Centronic poolers (EPSON, 
STAR, CITIZEN. PANASONIC. etc) 
The HARDCOPY luncUm automatically disttn- 
«urthevnerwrrnrilR[Sandl<)WS Munxol- 
our graphic s are converted mlu shades ol jirev 
The PSf I Junctiom allow you lo dex «Je on 
LarpvSmall and Normal Inverse print 11^ 

lirti um ppt« n i m dor, flo i 41> rh<**^ ur purpmi 10 
..ntkv^e thr m*i*n< b> *n» it»<m <* «* *n> pwrrxhr 
*hj-***w titit^niv 4daptionitiiiupvn«hr mrtvof 

mtt|MKll JirudrruJ. W u wr* oHhr Pi wf < *i nim- 
Niunljjmnrr^ptuft i^^wi Inr nma^ |3 
tut n< fjttn of MbplKWH fc?om «ll i opvri|tn *nd , I * . | n 

tiHw^umrrrvd WUfcCupyngM OrwftrH A MM 



CONTINUE 

BASIC 
RtMT 
TOTAI 
BA< MP 
DISK 



RESH AU 
TOTAL 
BACKUP 
TAPE 

HARDCOPV 



MOM T Ore 



- Aftns^ sou to return loynui 
[ rugram 

- RetuinioBAJiJC 

Not for pokes or infinite lives 

- ■ flu ' onlentscvllhe 
memory onto a Disk The 
program* an be reloaded Lairr 
wih HI ( >AD followed by 
CONTINUE 

R( St F ol any pmcram 

- As BAC K UP DISK bul lo T API 



- Ai any moment, pnntv out a 
I tank c*pv ol the screen 
UsmnC ( )N T INUI afterwards 
voucan return lotheprrwam 
-Tales you into the Max nine 

■ >. ■ J k h - ■ Monitor. 





BDL 



Bltcon Devices Ltd 



Etitcon Devices Ltd. 
88 BEWICK ROAD 
GATESHEAD 
TYNE AND WEAR 
NE81RS 
ENGLAND. 



TEL 091 490 1975 and 091 490 1919 
FAX: 091 4001918 

To order: Acc»aa/Vima wslcoma - Chwjuaa or P/O 
payable to BDL 

UK orders add CI .20 poM/pacK tola! - cm. 90 

ind. VAT. 

Europe orders odd £250. Overseas add C3.50 
TRADE AND EXPORT ENQUIRIES WELCOME 



ZZAP! 64 DECEMBER 1 99 1 • NUMBER 79 




J 



HEROES OF 
THE LANCE 

Kixx, £3.99 (Re release) 

SSI's attempt to combine 
hack'n'slay action and RPG. 
Heroes falls flat on this face 
between two stools. The game 
involves guiding a party of eight 
adventurers in the quest to 
recover the Disks of Mishkail 
from a dragon's lair. A menu 
allows you to switch between 
characters, pick up and use 
objects, and cast magic spells. 

Although the C64 game was 
never reviewed, it plays much 




the same as the Amiga 
version which didn't quite hack 
it in Issue 47, collecting a 
measly 40%. Gordo 
commented, 'Combat mode is 
about as easy as kissing a 
porcupine and the magic isn't 
interesting enough.' Kati found 
the combat controls 'far too 
awkward for it to be a hot 
action, "cut their orrible heads 
off' slash-'em-up — and there 
just aren't enough options to 
make the D&D interesting.' 

If you want a true RPG, try 
some of the other SSI AD&D 
titles; if you want a hack-'em-up, 
there are plenty better than this 
hotchpotch. 

OVERALL 34% 



TURRICAN 

Klxx, £3.99 (Rereieasv) 

Without doubt a milestone in 
C64 software, Manfred Trenz's 
masterpiece lakes the Turrican 
hero on a journey through five 
worlds with a total of 1 3 sections 
and an incredible 1,300 screens. 
Turrican boasts an incredible 
range of weaponry including his 
trusty lightning bolt, which is 
activated by holding down fire 
and can be rotated 360* around 
his body by moving left/right. He 
also has a machine gun, energy 
lines (smart bomb), grenades to 
throw and mines to lay — the 
latter when he transforms into a 
rolling gyroscopel Icons, found 
inside stone blocks or left by 
aliens, can be collected for extra 
lives, extended lightning bolt, 
various gun power-ups, and 
extra energy lines, grenades 
and gyroscopes. 

All this destructive power is 
needed to fend off the attacks of 
50 different types of alien, not to 
mention the HUGE end-of-level 
superbaddies. including a 
massive screen-high piranha 
and huge clenched fist which 
tries to splat you. Most of the 
levels involve exploring 
multidirectionally scrolling, 
platform-filled caverns, but 
there's also a vertically scrolling 
shoot-'em-up level with Turrican 
zooming around on a jetpack. 

When the game first arrived in 



TURBO OUT RUN 

Kixx £3.99 (Rerel&ase) 

It's the age-old argument, mine's bigger than 
yours' or in this case 'mine's faster'! When you 
own a Ferrari F40. everybody wants to beat you 
( — up. probably, for being a rich git!) So when 
some poser In a Porsche 959 (pah') challenges 
you to a race across America, you decide 
there's only one way to shut him up 

Before the race starts in New York, you get to 
choose between a manual (hi/lo) or automatic 
gearbox. Your car Is also equipped with turbo 
boost, but this soon overheats and so can only 
be used occasionally for an extra spurt of 
speed Of course, the road is congested with 
obstacles and other vehicles to slow you down 
As well as making the next checkpoint within the 
time limit, your aim is to beat that Porsche, 
otherwise he nicks your girlfriend In a neat 
animated sequence! Between multlloaded 
levels, you can ask the four animated 
mechanics to upgrade your car wilh a better 
engine (higher top speed), hi-grip tyres or 
special turbo (faster acceleration) 

Turbo Out Run first roared into view in Issue 
56. gaining a massive 97% from the ecstatic 
reviewers, Robin loved the impressive 3-D: At 
last we have a decent horizon effect on a 64 
race game and Probe have kept the speed up 
all the way.' 

Hoggy also lapped up the game's superlative 
presentation. 1 ., static pictures, bonus scenes, 
even the map at the end of your game Is 
brilliant ' And Stu enthused, Never has an 
arcade game's amazing presentation been so 
brilliantly recreated.' 

However, the consequence of this on the tape 



version was one of the worst multiloads ever 
seen It s incredibly sluggish and totally breaks 
up the flow of the race. The good news for 
multlload loathers is that Kixx are considering 
rereleasing the disk version. 

As for the game itself, it has been somewhat 
overshadowed by Turbo Charge and Out Run 
Europa. Nevertheless, its no-nonsense racing 
action is still very playable and certainly the best 
on budget. 
OVERALL 88% 
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the fearsome lightning weapon, 
shimmering diamonds, and ever 
more impressive backgrounds.' 
Phil also loved the graphics but 
discovered that 'Turrican isn't 
deficient in the gameplay 
department either. The various 
weapons add an extra twist to 
the excellent arcade action: 



* f i * * 



Issue 61 , it was greeted by 
gleeful astonishment and a 97% 
rating. No-one could quite 
believe how huge the levels 
were and how the gargantuan 
superbaddies zipped around the 
screen — an ecstatic Robin 
exclaimed, 'The fish is massive 

and 




moves as smoothly as you'd 
expect of an Amiga — if it 
wasn't our very own C64 I saw it 
on, I'd be convinced the host 
machine had a blttter in rtl' Even 
the normally staid Scorelord was 
stirred by the gorgeous, varied 
scenery with 'waterfalls, the 
beautifully swirling water pools. 



* 



STACK UP 



Zeppelin, £3.99 



o. it's nothing like Tetris, honest! Okay, 
things fall down the screen and must be 
arranged to make them disappear, but it plays 
completely differently. Instead of awkward 
shapes you have trios of objects which can be 
moved left/right as they fall. By pressing tire 
you can also change their order, eg 'doughnut, 
blancmange, banana' to 'banana, doughnut, 
blancmange'. That's right, the objects are food! 
— although they can be changed to either 
traffic sfgns. weather symbols or heavenly 
bodies (no, not that kind; I mean stars, sun and 
moon etc!). 

The familiar objective Is to form rows 
(horizontal, vertical or diagonal) of three 
identical objects to make them disappear — 
destroy a set number before the stacked 
objects reach the top of the screen and you 
qualify for the next level, When any of the 
objects in the falling trio reaches the top of 
another object in the stack, it stops on top of it. 
However, the other two objects in the trio will 
continue to fall — and can still be controlled 
and even swapped — until they too settle on 



top of something. 

This twist allows a lot more versatility than 
standard Terns-style games, which should 
mean a greater tactical depth. Unfortunately, 
though, the game speed soon increases to an 
impossible rate where play deteriorates into 
total panic — it's simply too fast to think! A real 
shame, as later levels add interesting special 
features such as randomly appearing blocks, 
reversed controls, indestructible blocks and the 
requirement to make diagonal rows. There's 




also a neat scoring system 
with extra points for 
horizontal and diagonal rows, 
rows of four or more and 
those destroyed by chain 
reactions, plus bonuses for 
completing a screen and how 
much space is left. 

Presentation is also of a 
high standard for a budget 
game, with choice of starting 
level, four sets of very nicely 
animated objects and an 
okay tune to accompany the 
action. 

If only the pace built up 
more gradually. Stack Up 
would be a superb puzzler. 
As it is. it's still very addictive 
but also rather frustrating. 

OVERALL 78% 



learning how to use them best is 
a fascinating process.' He also 
awarded it the ultimate 
accolade: 'good enough to eat'! 

If you missed it first time 
around, then you must be mad 
— restore your sanity and get it 
today! 

OVERALL 95% 




X-OUT 

KJxx, £3.99 (Rerolease) 

Originally released by Rainbow 
Arts at the same time as the 
incredible Turrican, this is a 
more conventional, horizontally 
scrolling shoot-'em-up in the 
mould of R-Type. Rather than 
collect weaponry, however, you 
buy ships and arm them 
individually in the pre-level shop 
where a massive array of 
orbiting drones and 
weapons is available — as 
long as you've got the 
necessary cash, of course. 

The targe choice of 
weaponry brought the most 
praise when it earned 82% 
in Issue 61 . As Robin said, 
'Choosing how your 
satellites will move, and 
where to place them and 
drones is great. And 
working out which ship to 
arm how provides great 
tactical depth.' He was, 
however, slightly disappointed 
with the conventional nature of 
the shoot-'em-up action: 
'There's a few nice touches, 
such as the aliens which leave 
matter trails behind them (as in 
R-Type) and impressive mid- 
level and end-of-level baddies, 
but only the weapons are new.' 
Nevertheless he liked the 
detailed graphics, as did the 
Scorelord: 'The graphic detail is 
superbly unpleasant, 
particularly on the end-level 
monsters.' 

With eight levels of playable 
blasting action, X-Out is well 
worth another look on budget. 
The only slight niggle is the 
need to reload the shop after 
dying on the first level. 

OVERALL 85% 
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They tried their darndest, but 
ZZAP! has survived to fight 
another day, still the nation's best 
C64 reviews mag, brighter, bouncier 
and more all-around wonderful than 
a container-load of any other mag. 
Taking you into the New Year in the 
standard, no-holds barred ZZAP! 
style with high expectations for the 
TIB, C65 and cartridge mania, you 
just can't miss Issue 80 because... 

PARADROID IS HERE! 

Megatape 24 boasts arguably ihe finest C64 game ever. 
Andrew Braybrook's amazing Paradroid, yet another 
ZZAP! Gold Medal winner with nothing less than 97%. A silky 
smooth mix of multidirectional scrolling, tactical play and a 
lightning fast sub-game, this is an all-time classic and the C64 
version remains by far the best, outclassing even the Amiga 
game which had only vertical scrolling. Also on this stunning 
not-to-be-missed Megatape will be the Spy Vs Spy Ills 
Arctic Capers and some great demos. For the best in C64 
gaming, you know where to come! 

MEGA-POSTER-CALENDAR PART TWO 

Complete your huge freebie next month with the final pan: of your 
superb calendar and mega-art Oil epic pic' 

• The magazine they just couldn't kill will be back with all the 
usual goodies, the nation's top letters in Rrap, mega-tips in It's 

Corky the most comprehensive £3.99 reviews in Budget Blitz and 

all the latest news stories in Stuff 

• Catch all those Santa specials which just missed the sack, the 
games to kickstart the New Year in style: Alien Storm, 
Bonanza Bros, Cisco Heat, Double Dragon III, 
Elvira: The Arcade Game, G-LOC, The Simpsons, 
Super Space Invaders, Tokl, Winter Camp and maybe, 
just possibly. Neighbours! 



For an incredibly celebratory, not to say ever so slightly inebriated 
introduction Into the New Year, catch the tinsel touched ZZAP! 
Issue 80 on December 26th. a Boxing Day teasl which — if you 
fear being ever so slightly Phil Kingly (ie sick as parrot stuffed with 
turkey) — may be reserved with the extraordinarily handy form on 
the left. 
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• Roy of 

I may be 
during Ih 
transfom 
Supersut 

lells me) 
last minu 
This m 
Supersut 
always d 
Gazza foi 




SMASH T.V 

A nightmare of a 
gameshow, a Sizzling 
dream of a game. Smash al 
those baddies and beat up 
that smarmy host — why, 
he's not nearly as sincere 
and well-groomed as 
Supersub! 



HUDSON HAWK 

A totally accurate conver- 



of my W 

favour- 
itemo- 1 
vie! Now, m 
being a % 
clean- % - 
living, If 
perfect sorl 
of guy, .1 
Supersub W\ 
doesn't % 
normally % 
believe in 
burglary, but 
during the game 
you do have to 
engage in a bit of 
thievery to save 
the world! And 
Supersub would 
just like to say, I 
admire Bruce 
Willis's quiff — 
it's just like 
mine! 



TO! ZZAP! 



Please enroll mo for a 1 2 month 
subscription to ZZAP! for (tick which 
applies)... 

• UK Mainland: £24 with tree Ocean cassette 
□ £28 with Ocean disk 

• The Ocean game I've chosen /*— 

□ World Wrestling Federation Smash TV " Hudson Hawk 

£30* Outside UK £46* Outside Europe 

("Free gift only applies for UK reldents. All subscriptions outside 
UK are posted air mailt} 

• Method of payment: VISA ACCESS POSTAL ORDER CHEQUE 

• Credit Card Number: 

• Expiry Date: 

• Signature: 

• NAME: 

• ADDRESS: 

• POSTCODE: 

• Make cheques and postal orders payable to Europress Direct. Send this form with 
payment, to: Europress Direct, ZZAP1 SUBSCRIPTIONS, FREEPOST, Ellesmere 
Port, South Wlrral L65 3EB. 

• Phone ardent n 051 357 1 275. • Subscription enquiries: o 051 357 2961 . I 



L. 






• Why, even my 
thick-as-ten- 
short-planks 
sidekick, 
Superscreen- 
shotman, could 
tell that this is a 
pretty amazing deal for all you young 
Zzapers out there. It's a pity he's such 
a plonker, really. Instead o! doing the 
screenshot grabs for this issue and 
giving you all those lovely pictures, 
he'd much preler to play driller killer' 
doing DIY upstairs on noticeboards 
and peoples heads! Messy! Why can't 
everyone be as suave and 
sophisticated as Supersub? Well, I 
suppose I am the one and only, 
nobody I'd rather be. Apart from 
Julian Clary, perhaps. (We didn't write 
this at all and have no responsibility 
for it — All the Zzap! crew except 
Phil!) 





OVER THIRTY MODELS . ALL FORMATS . COMPLETE CONTROL 





Bonduuell 

AVAILABLE FROM ALL LEADING COMPUTER, TOY & DEPARTMENT STORES. 




NAVIG 




H 6 not by chance that Konix has become one of Europe's 
(eading joystick manufacturers Nor is it surprising that our 
products are taking the U.S. market by storm All this rs 
simpfy the result of our total dedication to customer 
satisfaction, through innovation and quality 

The same principles of novel design and rugged 
construction, so successfully established with the 
SpeedKing range, have been uncompromisingly 
applied to the more recently introduced 
Konix Navigator 

Thanks to its outstanding ergonomk styling, 
the Navigator rs a perfect fit for every hand 
With its natural trigger finger action, the 
Navigator truty achieves the ultimate in fatigue free 
super-fast precision performance. 

Just like the Speeding, the formidable power of 
the Navigator can be used with the most popular 
types of home computer, including all Atari/Atari ST 
modefs, Commodore 64, 1 28, VIC20 and Amiga, M5X 
computers. Amstrad CPC computers as well as 
Spectrum Plus/Plus 2 and Plus 3. 

Even for the most demanding enthusiasts, you can be 
sure that Konix joysticks will make the performance 
bamer a thing of the past. 




COMPUTER PRODUCTS 



The fastest reaction in the business 



Export Enquiries: Konix Computer Products. Unci 35, Rdttau Industrial Estate 

Fbbw Vale. Gwem. NP3 5SO 

Distributors: 

■Capn Marketing Umrted BColurnixji 

9 Dean Sirwt, Martow. Unit 2, Wren Nest Road, 

eurtJngharmhire SL6 3AA Gtoaop, Derbyshire SK 1 3 8HA 



ICentraoft 

Units 2/3. Htfford Way. 
HoHord, Birmingham 66 7AX 



I GEM DrstnbutWn Umrted 

Lwet Road, The Pinades, 
Harlot. Essex CM 19 5TB 



! Lara Distribution 
Unit ? ( torxpgate Business Units, 
Duchy Rood, Mcathpark. rtoniton. 
Devon EX14 8YD 



iLetsjrttoft 

Urwt 65. SkeTtyCkw. 
Bradtmilb Industrial Business Park, 
Northampton WW OPL 

I SDL 

Urwt 10. Ruxley Comer Industrial Estate. 
S-dcup. Kent 
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